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SUMMER 
LOVIN' 

WOULD YOU BELIEVE 
IT? The sun's come 
out of hiding, 
England have 
started winning at 
cricket and mint- 
f favoured Big Feasts 
have came back into 
fashion. But, as 
usually happens 
when the heat turns 
up, the supply of 
software has dried 
up. This month has 
been the slowest for 
Amiga releases that 
anyone here can 
remember, Still, this 
leaves us all the 
more space for a 
Work In Progress 
extravaganza 
featuring some of 
the hottest games 
due later this year: 
Populous 2, (below) 
RohaCop 3 and tndy 
4 - you've never 
seen anything like 
this before. So stay 
cool and we'll see 
you later. 

Ciaran Brennan 



7 THE ONE 
D1SK(S) 

Two pieces of square 

plastic, a little silvery 
slidy thingy, a sticky 
label and two brilliant 
games are just some of 
the things that have 
gone into every pound 
and a half of pure 
cover disk this month. 
Those and a glass and 
a half of full-cream 
milk. 

10 LETTERS 

Plenty of 'A's, 'G'S, T'$, 
'Q'sand, indeed, 'K's 
over the three pages 
that are. yours to do 
with as you see fit. 

14 NEWS 

AH that's hot from 
Sierra {and OynamiK), 

the latest on Alien 
Storm from US Gold, 
Cruise For A Corpse - 
the official story and 
more arcade action 
from Micro Prose. And 
what do Atari and wild 
cats have in common? 




22 BE DR. WHO... 
SORT OF 

If you thought that Tine 
One had run some 
strange competitions in 

the past (who can 
forget the classic 'Win 
Some Wood' or the 
'Win A Microwave' 
efforts?), wait until you 
see this. You can win 
an actual costume from 
an actual episode of 
Dr. Whol 

24 

ENTERTAINMENT 

USA 

'Crazy' Dave Gruisin is 
back again with even 
more Stateside news. 
This month: an in- 
depth report from 
the recent 
Consumer 
Electronics 
Show in 
Chicago. 

28 

PLAN 9 
FROM 
OUTER 
SPACE 

Some have 
called it the 
worst movie of 
all time, others 
describe it as the most 
miserable spectacle 
ever made. We bring 
you the full story of 
why Gremlin has 
bothered to pick up 
the licence. 
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COVER DISK 



YOUR FIRST COMPLETE 
FULL-PRICE GAME! 
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INSTRUCTIONS 

ATOMlXLIVESUPtothe 
age-old cliche of being 
'easy to play, but difficult 
to master'. The idea is 
simply to create the 
molecule displayed in the 
bottom left of the screen 
by pushing the atoms, 
either horizontally or 
vertically around the 
playing area, 

Unfortunately once you 
push an atom, it doesn't 
stop moving until it hits an 
obstacle. 

Control is achieved via 
either the mouse or 
joystick. Either way, it 
works just like this: 
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YOUR SECOND 
COMPLETE FULL- 1 
PRICE GAME! 




DISKS 
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WHEN YOU LOOK BACK 

over the history of cute 
arcade games, they don't 
come mucin cuter than Putty's 
Saga. The idea is to guide 
either Puffy or his female 
counterpart Puffy n around a 
maze filled with nasty bad 
guys and yummy power dots 
{or Pad Goms as they're 
known). Eat all of the Pad 



Goms and you're transported 
to the next level for the whole 
thing to start all over again. 
When the game originally 
arrived in The. On&'s offices, it 
was hardly ever removed from 
our monitors (these were pre- 
Kick CWdays, of course) - and 
never From our hearts. Picture 
the scene... we'd all be happily 
working away, while deep In 



CONTROLS 



rvkwe Ihe joystick in 1he direction ycni wish to move and press lire !o, well. fire. 
Trie res! of the controls are accessed from ihe keyboard, like to... 



Player In 

Pwt1 


Player in 
Port 2 


Magic Gems 
Required 


Action 


F1 
F2 
F3 
F4 


F6 
F7 
FB 
F9 




Lets you change- Puffy to Puffyn 
Grvas you Fire Power Bonus 
Gives y«j Extra Speed 
Gives 100 extra Life Points 


F6 


F10 




Lets the player observe a large 
section of the level. 


Left Shift 


Right Shift 


D 


Hestarts game 











the games room, 
Puffy would be 
losing energy - 
then, the computer 
would exclaim (at 
full volume, so that 
it echoed 
throughout the 
whole building) 
"Puffy, you may 
die!" and everyone 
would fall about on 
the floor laughing. 
Ah, those were the 
days... 

Anyway, now this 
classic of 
cuteydom is all 
yours thanks to The One, so 
get eating those dots and 
hearing that speech, 

INSTRUCTIONS 

To start with, you have to 
choose to control Puffy or 
Puffy n (orHThere's two of 
you, you can fight it out to see 
who's who). Puffy is slightly 
more robust and has more 
powerful shots, but Puffyn 
keeps the objects that she 
picks up longer (in other words 
Puffy is a he-man and Puffyn 
is a bit of a girlie - whoever 
said that Ubi Soft was 
sexist?). 
The gameplay is similar in 
nature to Gauntlets, featuring 
an ever-decreasing energy 
rate, different types of 
enemies with different types of 
strategies and plenty of bonus 
items to be collected. 



HOW TO LOAD YOUR DISKS IN 
10 EASY LESSONS 

1. Buy a Commodore Amiga computer.. 
Z Remove from box and unwrap amy 
coverings. 

3. Pierce film in several places and 
coo* on full power for three minutes. 
Stand for one minute then cook for a 
further two minutes. Stir well and serve. 

4. Buy a new Amiga. 

5. Attach a plug to your computer 
using the British Standards Safety 
instructions. 

6. Attach your computer to your TV (or 
monitor). 

7. Plug the computer into the wall 
socket and turn it on. 

■B. Remove your computer from the wall 
Socket, then put the plug into the wall 
socket and turn it on. 

9. This is the important bit - wait until 
Hie Workbench screen appears, then 
insert either one of the disks. 

10. The game will now toad 
automatically. 

LOADING PROBLEMS AND 
FAULTY DISKS 
SHOULD EITHER OF YOUR DISKS 
refuse to load, firstly switch off your 
computer, remove all extraneous 
peripherals (printers and the like) and 
give it one more try. If the game still 
refuses lo load, then pop me disk into 
a jiffy bag or 'padded envelope (along 
with a self -addressed envelope, 
complete with a 27p stamp) and send it 
to: The One Disk Replacements, PC 
Wise, Unit 3, Merthyr Industrial 
Park, Pentrebach , Merthyr Tydfil, 
Mid Glamorgan CS4B 4DR. Please 
allow between 27 and 29 days for your 
replacement to arrive. 



LADIES AND GENTLEMEN, for the second month running 
(and jumping and diving and overhead-kicking and so on) 
JThe One for Amiga Games Is proud to present the latest 
winner of the Kick Off 2 Goal- Den Goal in glorious Aneo- 
colour. 

The winner is Scot Symonds from Norwich, As you'd expect from 
this prestigious competition, all three goals are of a very 'high' 
quality, although goal number two stands out as being 
particularly special. 

To view the goal, load your copy of Kick Off 2 and work through 



the 'View Action Replay' facility as if you were viewing one of your 
own goals (if you've never done this before, consult your manual 
for further instructions), When the 'Insert Data Disk' prompt 
appears, simply insert your Puffy'sSsga cover disk. 

Those of you who still haven't got a copy of the World's Greatest ■ 
Footie Game (and why not?) can see the -goal as usual on page 1 6 
of the magazine. 

* Note, Due to some minor programming changes between the 
different versions of Kick Off 2, the goals on this disk can only be 
viewed through s standard 'half-meg' version of the program. 
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1""H ""1| j sets a new standard in Baseball 
ICU.1.3 simulations. 
Easy to play, you can really feel the crack of 
ball against bat as you hit a big one and go 
for a home run. Wind up to pitch a fast ball 
or play tricky with a slow curver. Put on 
your glove and dive for catches or try to tag 
those runners between bases. 
For afficionados we've included details 
of all 26 American pro ball teams: the real 
players with their batting, pitching and 
fielding stats. All this detail, combined with 
superb animation, sound and special 
effects, have made sure this is the only 
baseball game to get an American Major 
League Baseball Players Association 
endorsement. 

For sheer realism you can't beat RBlf's 
heart pounding action - if it get s any m ore 
realistic, you'll need 
a glove to play. 



i i mmm Pick up 

a competition 

form at your local 

retailer, answer the three simple questions and J 

YOU could be flying to thfl USA in September lo tyf0 

see a real lift baseball game between the 

Boston Red Sox and the Baltimore Oriole s. 







USCHEL 



- 2 RETURN FLIGHTS TO EOSTOW .. 
| - I NIGHTS ACCOMMODATION... 
-2 TICKETS TO SEE THE BOSTON . 
RED SOX IN ACTION 



PLUS.... £200.00 SPENDING MONEY 



„ Look out for RBJJ BASEBALL In tout local 
Z- compute* store now!! 

* Cenpilltloi dIjhh IQth Rmi«.i, 1M1 " iitUibLt ■>■ Ul [Dimili 
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MONEY BACK 
GUARANTEE 

Dear The One, 
Every time I read your 
letters page, there's always 
someone bitching about 
software piracy and the 
rights and wrongs of it. 
Well, isn't it about time that 
someone complained about 
the pathetic games that 
aren't fit for the purpose 
they were bought fori 

However, if you try to 
return one of these for a 
refund, you're told that it 
can only be replaced if it's 
faulty. Surely we have a 
right to a refund if a game is 
outright rubbish. 

I bought System 3's Tusker, 
only to find that the game 
controls and graphics were 
terrible (strangely, the game 
was good on my old 
Amstrad) - and Skull And 
Cwssbones is just as. bad. 
Lemmings, however is more 
than worth the money in 
comparison, 
Mr. M. Clayton, 
Black ponl. 
Lancashire. 

*An interesting point Mr, M., 

I bought a jacket once and 
didn't like the colour, but 
Marks and Sparks wouldn't 
give me my money back. 
Strange, ehlMayfo you should 
make a more informed decision 
before you part with your cash: 
most shops wilt let you try a 
game before you buy it - if your 
local emporium doesn't, you (.an 
always take your custom 
elsewhere. 

SACK-UP BLUES 

Dear The One (and only), 
In the last few months I 
have bought quite a few 
games and to be honest they 
have all been good, and 
worth every penny but I do 
have one complaint, 

The games I bought 
include Panza Kick Boxing, 
Metal Masters and Gods, 
which ranged in price from 
£19.99 to £25. When I got 
these games home, 1 started 
reading the instructions and 
I couldn't believe that I had 
to make a back-up of at least 
one of the disks. 

I feel that if I pay good 
money for a game, then the 
software company should at 



NOTHING MORE THAN FELINES 

Dear The One, 

I am writing in reply to Keith Gratton's letter in your 
June issue about the Atari Lynx, as I wish to set him 
right on some of the points he made, I too purchased 
a Lynx in January shortly after the price cut from 
£180 to £130 and I am very pleased with it. Anyway 
back to his letter; 

1. The Lynx had been "completely redesigned 1 ' - this 
is untrue. According to what I have seen in several 
magazines the machine has been altered slightly and is 
now smaller, lighter and cheaper to make. 

2. Et has been "halved in price" - this is also 
incorrect, The new Lynx will cost $99 in America and 
will probably be released at £00 over here, But that 
price is just for the Lynx, with no games or leads. 

3. His Lynx is now "worth only a fraction of what 
he paid for it* - nonsense. The Lynx still sells for £130 
including California Games, the ComLynx cable and 
adaptor- If you add the cost of these extras (£50) to 
the new unit you are looking at around £110 - hardly 
a fraction of the cost. 

1 assume that Atari brought out the new version to 
compete more directly with the new Sega Game Gear 
and NEC's FC Engine handheld. This move means that when 
it appears (towards the end of this year) it will be the best- 
value colour portable on the market, which means better 
sales and in turn better support for the Lynx (which will 
benefit all owners ■ including you, Mr. Gratton). 

I do have one quibble with the Lynx, though: that is the 
lack of software at the moment. There are very few games 
available at present - although apparently there will be 60 
titles released by Christmas. Atari had better hurry up, as 
we're already into June, 
Matthew Dymond, 
Leeds. 

• Nearly July in fact Matthew, What you say is mostly true, except 
that the new Lynx hasn't even begun to ship out in the States as 
yet. Apparently Atari is waiting for stocks ofth^dd-vershn to run 
out before the newer, sleeker model is introduced. As for A tr, 
Gratton, he'll just have to accept that there's always a price topay 
for being a technological pathfinder. 



least put a free blank disk in 

the package so that I can 

play the game as soon as I 

get it home! 

Shaun Pearson, 

Fottergate, 

Norwich. 

MAKE ME A 
MANAGER 

Dear The One, 
I, like many other computer 
owners I'm sure, found 
Anco's final Whistle very 
disappointing - mostly due 
to the addition of the 'flair' 
attributes which greatly 
reduced its piayability, 
I have now heard that 
Anco has started work on 
Player Manager 2. My friends 
and I (who are all of the 
opinion that Player Manager 
was the best of the Kick Off 



spin-offs) have come up 
with 20 ideas that could 
possibly be incorporated 
into Player Manager 2. 
Here goes... 

1. Bigger leagues, including 
the Scottish Premier 
League. 

2. Teams wearing their 
'real-life' strips. 

3. Be able to play as team 
without the 'manager' 
playing. 

4. Have European 
competitions and a Super 
League. 

5. No disk swapping (if 
possible). 

6. Be able to make offers 
for players playing from 
other teams. 

7. Be able to become a 
manager of another team. 

8. Include all the options 



from Kick Off 2 (overhead 
kicks and the like). 

9. Use current player 
names. 

10. Award money for the 
league winners. 

11. Include a 'youth' policy 
and training. 

1 2. Allow the importing of 
players from abroad. 

13. Make selections for 
international matches. 

14. Include a 'top scorers' 
league. 

15. Run the League Cup. 

16. Include the teams' full 
names, 

17. Improve the crowd 
graphics. 

13, Create a 'player of the 
year' award, 

19. Use standard pounds as 
money, 

20. Feature attendance 
figures and ground 
improvements. 

B Sutherland, 
Dundee. 

• Okay, we'll pass those on to 
Messrs Dino and Screech and 
see what they can do. While 
we're as It, has anyone else got 
anything they'd like to see 
added t Anco is currently 
soliciting suggestions before it 
gels going seriously on the 
project, so if you want your say 
then get writing. 

VIRTUAL LSD 

Dear The One, 
I've just been watching 
Horizon on BBC2 about 
'Virtual Reality'. I am 14 
years old and have just 
taken my GCSE options. I 
want to be an architect and 
so I have an obvious interest 
in the future of Virtual 
Reality and how it can 
benefit architects and 
scientists etc... however, I do 
have my doubts about Lhe 
whole subject. 

Firstly, it's been developed 
by some of the people that 
brought us 'flower power' 
and drugs such as LSD way 
back in the '60s. In fact, 
during the programme, one 
hippy described VR as an 
alternative to drugs. 

For those who don't know, 
LSD stands for Lysergia Acid 
Diethylamide (try saying 
that backwards, while 
standing on your head 
drinking a pint of milk) and 
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is a hallucinatory drug. Well, 
if VR is an alternative to 
LSD and is just as addictive, 
could this cause problems 
with people who get 
addicted, stop believing in 
the the real world and only 
want to live in their 
computer banks 4 

In Horizon I saw kids 
playing an arcade VR game 
called Harrier, After about 
10-15 minutes of playing 
they took off their helmets, 
They tanked dazed, and 
found it hard to come back 
to reality. So if you get 
really good at a VR game 
and end up lasting half an 
hour or so, can you come 
back to reaiity after being 
inside a computer world for 
half an hour£ 

In the book Red Dwarf, 
Dave Lister, while stoned 
out of his mind, puts on a 
helmet which connects to 
his brain and drops him into 
a game called Better Than 
Life. This is supposedly 
highly addictive and puts 
him in a perfect world 
created by his subconscious 
mind, In the game., liEe is 
brilliant, but when he comes 
back to reality he's 
constantly fading over 
things. Could this happen 
with VR eventually^ 

I'm not trying to put VR 
down. I think it is great as a 
scientific tool,. But ask 
yourself this; In five years 
time, will we be praising VR 
or condemning it <■ 
Alex Davies, 
Sale, 
Cheshire. 

• Only time can teli I suppose, 
but is it realty fair to base your 
opinions of a technological step 
forward on a fictional event in 
a novel which was supposed to 
be ludicrous in the first place f 
No-one knows if Virtual 
Reality {VR to you jargon 
freaks) will ever 'take off or 
not, but let's wait and see 
before we condemn it, ekl 

JUST NOT CRICKET 

Dear The One, 
I have been a regular reader 
of your magazine since last 
September, but to my 
disappointment it has never 
carriedareviewofa —^p, 
cricket game. This, I lJ<3a 



SPEAKERS' CORNER 



WELCOME BACK to that little corner of the 
letters page where you get your right to reply to 
any subject that may have aroused your interest 
over the past couple of months, 

This issue sees the return of one old favourite 
{hoist that skull and cross-bones) and even a couple 
of new additions. Remember, if you've got 
something to say on these or any other subjects, 
just mark your letter 'speaker's corner' and we'll 
take care of the rear. 

But now, on ■with the show... 

THE NOT SO JOLLY ROGER 

No matter how bard we try, we just can't seem to 
wean you guys off the age-old piracy debate. The 
trouble is that none of you are really saying 
anything new on the subject - some of you, 
however, are stili saying some very stupid things. 

Take, for example, these witless words from 
Dionyssios Zogas of Swansea in South Wales... 

"Whin the money you have is not enough to buy the 
cheapest, eldest, and ugliest original, where are you 
going to tuntt Pirates should exist so we, the humble; 
and poor ones, can own a program or two," 

Where did this idea that poverty is an excuse for 
theft come from in the first place* It's so stupid 
that it's not really worth commenting on further. 
Fortunately there is someone who has something a 
little more reasonable to say. Take it away, C. 
Roberts or" Newquay in sunny Cornwall,,. 

"Whilst I cannot pretend to enjoy paying between £20 
and B0 for a disk, I think a drop in the price of 
software to this degree would not significantly affect the 
bootleggers. However it would drastically reduce the 
money gsing into she software houses. This would he 
passed on to the writers and would cause a drop in she 
quality of software produced. I am probably in the 
minority here, bull would rather pay the current high 
price for high-quality software. * 

Wise words Mr Roberts, what most people seem 
to forget is that ultimately it's the programmers 
that you're ripping of £, as they depend on royalties 
ro pay rheir wages, 

FAN MAIL 

As we can see from the letters above, the price of 
software is obviously something that continues to 
weigh quite heavily on all of your minds. Here's 
what R. Holland of Potters Green in Coventry has 
to say... 

"How come a Top 10 game purchased from a mail 
order company is only £16.99. 1 know you're thinking: 
'It takes so long to arrive', bat this isn't always the case. 
I've purchased many games from Software City and 
they've arrived within eight days. True, not ait fire that 
quick, but the saving is worth the wait." 

John lewis of Ayr in Scotland is also a fan of 
mail order He suggests that readers should,., 

"Try Special Reserve mailorder, because thtygtve ■: 
quick delivery at very reasonable prices." 

Another reader, Philip Hall, from Harieston, 
Norfolk also adds his weight to the growing list of 
mail order lovers, saying... 



"/ would like to tell you about my experience with a 
company called Phantastic Games in Ctaphatu. 1 saw 
the tompa ny's advertisement on page -1 f f of she May 
issue of The One and rang them with my order at 1.30 
on Thursday May iS. That Saturday (18ih) the order 
arrived. If only other companies could give such sped 
service..." 

Fancy that - you wait ah your life for one letter 
praising mail order companies and then three come 
at once! However, while it's nice to see that these 
three readers have had good experiences, we also 
receive numerous letters from others who haven't 
had such a good time. 

If you do decide ro get your software through the 
post, there are a couple of precautions that you can 
take to make your hfe a little easier. First of all, 
never send cash through the post (if it goes astray 
at any point there's nothing you can do), the best 
way to pay is by credit card as this at least offers a 
little protection if the goods never arrive or the 
company goes bust, 

Secondly, don't be fooled by the appearance of 
games in the mail order lists that you thought 
weren't coming out until Christmas. If you have 
any doubts about a game's availability, then don't 
send off for it until you're absolutely sure chat it's 
in the shops. Mail order companies are notorious 
for advef rising games well in advance of their 
release dates - if it's not in your local software shop 
then it's more than likely not available anywhere. 

By the way, we'd be interested to hear what 
other readers have to say about buying software, 
either from a shop or through the post (do you use 
one of the chain stores or a smaller local outfit) - 
is your software shop a player's paradise, or is it a 
scruffy dive that specialises in three-year-old. 
Amstrad cassettes^ You know where we are... 

THE OLD ONE-TWO 

We've had a surprisingly low response this month 
to the splitting of The One into two separate 
magazines. Should we take this silence as meaning 
that you're all happy with the way things have 
turned our' Ricfiard Parsons of Newport in 
Gwent thinks not... 

"Splitting up yottr mag was a really bad idea. One of 
the reasons 1 bought The One was to see what was 
happening on she 'rival' machines. Now I am unable to 
do this. Also, wltas happens to the poor PC owners? 
They have my sympathy." 

But in the interests of balanced broadcasting, 
here's another quick word from Norfolk's Philip 
Hall 

"Let me just take this opportunity so congratulate you 
on having the hesi computer mag in the shops, even more 
so now that it's dedicated to single formats" 

Well, well, Who should we believed In answer to 
Mr. Parsons' final query, those poor PC owners 
now have a full magazine to themselves in PC 
Leisure, so don't lavish too much sympathy on. 
them. As for the rest of you... what do you chtnk-r 
Once again, our letter-box is at the ready... 



Got something to say? then get it off your eliest by writing to: lh» Om Utters, IMAP Imago, Prior* 
Court, 30-31 Farringdon Lane, LoikIoji CC1R (faxed correspondence is also welcome, on 071 49Q 

1 094). You could even win a T-shirt If your letter is chosen as the Letter Of Trie Month. All tetters should be 
written (or, preferably, typed) on one side of the paper onfy and confirmed where possible to a single sheet 
the editor reserves the right to edit any letter to fit. Please don't indude an S.A.E., as due to the volume of 
mail received, we are unable to make personal replies. 
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suppose, is because there art: 
practically (to noy 
knowledge) no good cricket 
games available. 

There are two that. 1 know 
of: Cricket Captain from 
DSiH games which is a good 
idea, but a pretty poor 
simulation and Robin Smith's 
International Cricket which 
was supposed to be released 
in November, but I've heard 
nothing more. 

The best cricket game I've 
ever played is Graham 
Gooch's Alt-Star Cricket (an 
old C64 game), which was 
excellent except for a couple 
of faults: the top order 
batsmen tended to get out 
cheaply and the tail-enders 
would stay in forever. 

Surely in England, the 



home of cricket, there must 
be somebody willing to 
make such a simulation 
worthy of the game itself, 
and not the cheap rubbish 
that some software 
companies seem to think 
they can dish gut. 

For soccer there's the Kick 
Off range, for tennis there's 
Pro Tennis Tour (and now Pro 
Tennis Tour Z), but there's 
still no sign of a decent 
cricket game. Come on 
programmers ! 
Noel Smith, 
South Australia, 

• Wei! Noel, just tike what 

happened to the English team 

against the West Indies at 
i ieadingley, it looks as though 
your long wait could be coming 



to an end. Both the Robin 
Smith game that you mention 
and Audiogenic's Graham 
Cooth World Class Cricket 
should be warmed up and at 
the crease long before the end of 
this summer's tour. Rowzati 

CASH CONFUSION 

Dear The One, 
1 don't understand how 
games can cost around £25 
when they are no better 
than gam.es priced at around 
t i fiver. For example, I 
recently bought Treasure 
Island Dizzy and T-antasy 
World Dizzy. 

When 1 first loaded them, 1 
thought to myself: "how can 
games like these, with nice 
graphics, sound, and 
fantastic payability, cost 



only five pound si Is it 
because they are olcK No, 
They cost the same price 
when they are first 
released,'' So why is this£ 

What is the point of 
buying games that are of 
average quality, when you 
could buy games that cost 
one fifth of the price and are 
much better*- 
Richard Grant, 
Southgate, 
London. 

• Beauty is in the eye of the 

beholder my friend - and if you 
realty think tin a Code Masters' 
Dizzy games are as 'good' as 
other games that you pay £Z5 
for then you're extremely lucky 
indeed. What do other readers 
think on the subject I 




SERGEANT SOFTWARE 

Fancy your chances in the Sarge's lucky dip^ 
Then make a convincing argument why you 
should have £100 worth of software sent to 
you and send it to: Sergeant Software, The 
One, EMAP Images, Priory Court, 30-32 
Farringdon Lane. London EC tR 3AU. You 
never Know, he may be in a good mood. 



Dear Sarge, 

For my last summer holiday I went to the 
South Pole to see the grave of Robert Scott. 
On my way back my ship, the Titanic.;, 
sank and I had to swim The water was 
cold. After a Few months 1 landed on a 
beach in Albania. I went to Tirana on foot. 
At a flea market I bought my computer 
really cheap, i tried to shift the. computer 
to the other side of the border, illegally. I 
hid the computer in my pocket. The border 
guards didn't see anything. 

When I got home 1 saw my parents there. 
They were obviously worried about me 
because they hadn't seen me for a long 
time. One hour later [ was sitting in my 
room trying to start a game. Commando, 
which I had borrowed from my friend 
Targan. Commando jumped from the 
screen and began to strangle me, but I do 
bodybuilding, so I kicked him between the 
eyes. He ran away and that was the fast I 
saw of him. 

Then I bought Operatian Wolf from an 
agency in Romania. Next day as I sat in my 
room, my computer caught fire. I saw 
some strange people in green uniforms 
holding shotguns. They were standing 
around my house and shot at me. One 
stray bullet broke my window and 
destroyed my only disk with the demo 
version of Skull And Crossbones. 
Dejan Vecans-ki. 
Zrenjanin, 
Yugoslavia. 

Don't believe you. 



Dear Sarge. 

My only decent possession is my computer 
and 1 have only got it because my parents 
bought it second-hand. 

Recently my father was made redundant 
and my mother can only just manage to 
pay the mortgage, so I can't afford any 
games for my computer. 1 know it sounds 
greedy asking For games but I would 
greatly appreciate it if you only even sent 
me one game. Thank you for spending time 
reading this letter. 
N. Guss, 
Gateshead, 
Tyne and Wear. 

Okay then, you can have your one game - but 
iet this be site lest person who writes its because 
his or her father is unemployed. It's not she 
Sarge's fault that unemployment is once more 
surging <c heal? all-time records. Get your 
parents to son out a change of government and 
then maybe there'll be no need for Serbians 
Software. 

Dear Sarge, 

My uncle is a computer operator with a 
large computet firm to the North East. 
1 lewever, his department is dosing down 
and he is being made redundant. As he had 
worked Eoi the company for only six 
months, he does not quality for 
redundancy money. 

Despite this, he is stili cheery and never 
moans or groans -and he lets myself and 
my sister play on his computer when we 
visit him each weekend. 



I think it would be a nice surprise if you 
could send him some software as a reward 
for his continuing cheerfulness despite his 
own problems, 
Tim Mason, 
Stockton-on-Tees, 
Cleveland, 

Sorry Tim, you're just iltai Utile bit sec late (see 
she previous letter). 

Dear Sarge, 

J wish you could see [he forlorn face of my 

seven and a half year old son. We've just 

bought him a computer after a year of him 

pleading and us saving. Without a doubt 1 

it J s a hit - one of the best things we've 

done. 

Then came the shock - we entered the 
software shop and stared in amazement at 
all the choice. We soon realised that, not 
knowing what to look for, we could easily 
make some very costly mistakes which we 
can't afford to do - your mag is going to be 
a real help to us! 

Anyhow, we have bought a couple of 
cheap games so he'd have something to 
play. The 'shoot 'em up' is fine, but the 
other (answering riddles) is a disaster, 

Can you ease my Son's frustration at 
having such a pair of total 'dipsticks 5 as 
parents and send him some appropriate 
games (then maybe he'll think of us as 
'joysticks' !!). 

By the way, he's already told the 
neighbours he's going to hack into the 
world's top computers (so modest, so 
much potential)-. Please help me keep him 
out of mischief - and jail! 
Devoted Mother, 
Stanley, 
Co, Durham, 

Certainly, Devoted. Il takes a strong woman to 
admit defeat in the way thai i'.^i just have- In 

future, why not simplify the whole operation by 
taking your son along when you i'tty software? 
By the way, there's no guarantee that the £100 
worth of software that we send will be anygpod. 
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, m the World of Kings Quest*.. 




...and Bring the Family! 



Roberta Williams returns to your computer screen 
with the most wonderful King's Quest ever' 

T 

m bis time your whole family wilt journey with Good 
m King Graham and Cedric the talking owl through 
JL the eerie gloom of the Dark Forest, across blazing 
deserts, over vast mountains and oceans in search of 
the missing royal family ofDaventry. The vivid game 
scenes, lifelike animation and breathtaking soundtrack 
will transport you on a fabulous journey to another world 
where characters will actually speak to you and each 
other in their oum voices, * Afc> typing is required, so 
family members of all ages can travel along. 

It's not like playing a game - it's like being there 

Experience the magical world of King 's 
Quest V, and discover why more people, 
have played King's Quest than any 
other computer game series in 
history. - ' . 



* at-so/if wrafcifl only 





SIERRA 



3bt mflrstoiwd ir&dw^afr Ol Steffi Online, inc. 
: y S^nra Or-Lmn, Inc.' 'MO. All ngfiu [dhkvmI. 






Order King's Quest V from your local software dealer, 

or call the Sierra Sales Department at 0734-303-322 

Available on Disk and CD! 




ZOO GOES 
TO WAR 

THOSE Of YOU 

who missed the 

Gulf War and 

have been pining 

ever si nee for an 

opportunity to- 
re-enact it all 
over again might 
be in luck, as 
Electronic Zoo 
has. released 
Brigade 
Commander, a 
'real'time' war 

game which 

comes complete 
with its own 
Operation Desert 
Storm data disk. 
Featuring a built- 
in campaign 
editor and 
digitised sound, 
the package is 
available now 
fdr£25,M. 




THE FRENCH 
COLLECTION 

A COUPLE OF 

high value 

compilations are 

scheduled for 

release by 

French-based 

publisher Ubi 

Soft this 

summer. The 

Winning Five 

comprises a 

selection of Ubi 

Soft's own 

games: Iron 

Lord, Night 

Hunter, Twin 

World, Puffy's 

sags and sir 

Fred- all for 

£29.99. Trie 

Magnum 

Compilation has 

a greater mix: 

MkroStyle'sflVF 

Hand? and 

Oriental Games, 

Dl nam Ic's Satan 

and After The 

War, plus Ubi's 

own original Pro 

Tennis Tour 

{above). 

Magnum will 
retail at £26,99, 



CRUISE DEPARTURE DATE 
DELAYED 



IF YOU'RE WONDERING 
why you've yet to see a The 
One review of Delphine 's. 
latest 'Cinematique' 
extravaganza, Cruise For A 
Corpse, it's because, at the 
time of going to presSj the 
game is still unfinished. 

The follow-up to Future Wars 
and Operation Stealth will now 
not reach the shops until late 
next month (July), However 
play-testing started at the 
beginning of June arid the Paris- 
based company is optimistic that 
this time it's got things right. 

Delphine is notorious for 
crashing its launch deadlines, but 
pleads perfectionism as a 
mitigating circumstance: - 'We 
could bring out the games on the 
deadline, but they wouldn't look 
or be as good/ says the newly 
appointed genera] manager, 
Thierry EnaUVFor Cruise For A 
Corpse we completely changed 
the graphics routines mid -way 
through the programming, 
because we saw that there was a 
better way of doing it," 

Apparently Delphine's artistic 
director, Paul Cuisset, got so 
excited when he first saw 
Broder bund's Prmce Of Persia 
that he had to develop a new 
graphics routine for Corpse. 

As a result, the graphics are 
now much smoother. Another 
advantage of the new routine is 
that it changes the size of the 
characters as they move around 
the screen, producing a 
perspective effect on screen. The 
game characters are also more 
animated and expressive than 
before, 

Delphine, already lauded for the 
slick images in its previous 
dnematique outings, would 
appear to have excelled itself 
again. "The new routine 
obviously caused us a huge delay, 
and it is only this month that we 
have had a final version, for 
testing - and there will still be 
changes before the final product 
is ready.'" He does insist that it 
will be ready at the end of June 
or the beginning of July, and he 
means it. Honest! 




This release comes at a time 
when Delphine is cranking up its 
whole operation. According to 
Brialle, the company will 
produce three games a year from 
1992 and will also double its 
programming team to ensure 
that they come out on time, In 
another new development 
Delphine will be responsible for 



merchandising and marketing 
both Rainbow Arts and Gremlin 
products in France, while otht:r 
projects in the pipeline; include 
producing games under licence 
from American companies. Don't 
hold your breath, though - all of 
these will have to wait until its 
long-awaited Corpse finally 
comes to life'. 



WHO'S THAT WITH 
WOR LYNX? 

THE LUCKY WINNER of last issue's win a Lynx' competition 
was a Mr. P. Gascoigne of Gateshead (or is it Lazio, no-one's 
quite sure), seen below receiving his prize from Atari's press 
officer Louise Powell. Okay, okay - you've seen right through 
us. we only pulled that stunt because we were trying to keep 
the Lynx for ourselves. 

The real story behind this picture is that, following Cazza's FA. 
Cup hospitalisation. Atari hot -footed it to the Princess Grace Hospital 
to present him with a Lynx console. The grinning Geordie promptly 
pronounced it "absolutely fantastic." Spurs team-mates (if indeed 
they still are) Gary Mabbutt and Cary Lineker (two of the world's 
greatest footballers, and all-round nicest human beings) were 
apparently similarly excited by the machine. 

According to Atari 's press office: / 
"There are people booking 
themselves into hospital 
deliberately to get a Lynx." Oh 
yeahv A lull list of the real 
competition winners will appear in 
next month's issue. 



THIS ATARI LYNX IS MIME, all 

mine," Gazza's nev,' hand-held 

keeps the cheeky Geordie smiling, 
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ATARI LOCKS 
PANTHER AWAY 

ATARI HAS DRAMATICALLY SCRAPPED all 
work on. its eagerly-awaited Panther console. 
The move seems, to have taken the company's 
UK office by surprise though: just a week 
before the announcement was made in the US, 
UK managing director Bob Gleadow and 
marketing manager Peter Staddon 'were 
beginning to reveal details of this 16-bit 
console, ready for a launch this autumn. 

The decision was apparently made because work 
on the Panther was clashing with work on another 
console project;, code-named (would you believed) 
'Jaguar'. The Jaguar is apparently much more 
advanced, using RISC technology and 64-bit 
processing for awesomely Fast, colourful displays. 

According to Staddon: "The Panther was taking 
longer to bring to market, the other project taking 
less - we'd have left ourselves with a gap between 
the two launches of only six to nine months." 

So the Panther is dead - long live the Jaguar. 
Staddon was extremely reluctant to divulge any 
concrete details of the machine (understandable, 
really, after this Panther debacle), but said that we 
should expect to see it launched in mid- 1992. 

ANOTHER SLIPPED DISK 
FOR COMMODORE 

COMMODORE HAS RUN INTO more 
trouble with the release of its CD-TV. 
Following last month's announcement that 
Hutchinson's Encyclopaedia would not be ready 
in time for launch, it now appears that a 
similar fate has befallen Letttittittgs, which was 
also due to be included in the 
launch package. 

Mot only that, but a row 
over the machine is 
simmering between 
. Commodore and Kodak 
\ over the tatter's new 
i Photo CD system which 
i enables the user to have 
W photographs developed 
and stored onto compact 
disc as well as 
:onventional prints. In order 
to create a slideshow of your 
pictures and edit them, you'll need 
either Kodak's own Photo CD player or a computer 
and dedicated CD-ROM drive - or a CD-J system. 

Which is where Commodore comes in. It has 
announced that the CDs containing your photos 
will run happily on the CD-TV. But Kodak isn't so 
sure; The standard hasn't been finalised. 1 ' says a 
Spokesman, "No licensing terms have been agreed 
or discussed with anyone/ It has been suggested 
that Commodore was over-hasty in making its 
announcement in the wake of the news that 
Philips has signed up Nintendo's Mario character 
for its own CD-I machine. 





MORE 

LEMMING 
CARNAGE 

PSYGNOSI5WILL 
CONTINUE to 

feed the habit of 

you Lemmings 

addicts later this 

year with the 

release of a 

number of data 

di$k£. More 

levels and 

different tasks 

far your rodents 

are assured, 

although the 

price and release 

dates aren't. 



TWO MORE 

FOR 

EUROPE 

DESPITE TWO 

YEARS of 

undisputed 

supremacy, 

software 1 

publishers, still 

aren't content 

to let Kieft Off 

have the 'Best 

Footie Game 

Ever' title 

without putting 

up a fight, The 

latest 

challengers, are 

due from 

Domark and 

Elite and should 

be available in 

time for next 

year's European 

Championships: 

Elite's offering 

{a conversion of 

Tecmo's Wortd 

Cup '90 cc*in-Op r 

with the team 

names updated) 

is to be called 

European 
Championship 

1992, while 

Domark'^ Euro 

Foothill Champ 

is a conversion, 

from an 

original TaitO 

coin-op. 




LEGHUCK'S RETURN 

LUCASFILM CHOSE THIS YEAR'S Chicago CES 
show to show off how work is progressing on the 
sequel to The Secret Of Monkey Island - entitled 
LeClttiek's Revenge, 

Despite the fact that the evil ghost was banished at 
the end of the first game, he's now back, meaner, uglier 
and nastier than ever. 

According to Ron Gilbert, the game's project leader, 
Lucasfilm wanted "to create a game that was as non- 
linear as possible. Players, [ike to have many paths open 
to them."' Bearing this in mind, "LeChuck's Revenge is 
probably the most 
open game Lueasfiim 
has ever done." 

Although the 
finished game won't 
make it to your 
machine until early 
next year, you can 
expect to see plenty 
more of it on these 
pages over the next 
few months. 




Cfcse Fidi ip Look *r 
Push Talr to Turn on 
PuTI Sue Turn off 



MIGROPROSE ENTERS 
SOLAR BATTLE 




FOLLOWING THE SUCCESS of its F-15 Strike 
Eagle coin-op, MicroProse has launched its 
second cabinet, Battle Of The Solar System. 

Unlike the company's debut in this area, BOTSS 
isn't based on an existing computer game, although 
the intention is to develop a computer version at 
some stage. It's also unlike anything else 
MicroProse or its attendant companies have 
produced, being an all-out shoot 'era up. 

The game easts you, as a robot with a first-person 
view of the action in a high-tech, futuristic setting. 
You have five different types of enemy - or 
; Warbof' - to blast away at, with nuclear missiles, 
plasma balls, neutrino guns and neutron blasters 
among your arsenal. 

The first location is the planet Pluto; progress far 
enough and you'll reach the grand finale - a shoot- 
out against the: enemy Warbots on Earth. It's a 
simple, but effective basher, created by MicroProse 
Games, 'Prose's US-based coin-op team. Expect to 
see the machine creeping into this country towards 
Christmas. 
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TOP TEN 

July 1991 



1 NE 



2 NE 



3 A 



EYE OF THE BEHOLDER 

SSI 

THE SECRET OF 
MONKEY ISLAND 

Lucasfilm 




ARMQUR-GEDDON 

Psygnosis 

4 = FANTASY WORLD DIZZY 

Code Masters 

5 = DEFENDER OF THE CROWN 

Mirror Image 

6 ▼ GODS 

Renegade 

7 A MIAMI CHASE 

Code Masters 

8 T PGA TOUR GOLF 

Electronic Arts 

9 NE HERO QUEST 

Gremlin 

10 NE NORTH AND SOUTH 

Action 16 



SMITH'S 
CRISP 

FOLLOWING THE 

announcement of 

Audiogenic's 

forthcoming 

Graham Gooch 

Worftf CTa« 

CWtfret. it's now 

Robin Smith's turn 

to pad up and take 

his place at the 

crease. Challenge 

Software i-s to 

release Robin 

Smith's 

international 

Cricket in July 

(priced at £25^9), 

to coincide with 

the third and 

fourth Tests 

against the Weit 

Indies- The game 

will apparently be 

a mix of action 
and strategy, with 

scoreboard, 
analysis, summary 
screens and close- 
ups of the 
umpire's 
decisions. 




THE GOAL-DEN SHOT 

The Kick Off 2 

Golden Goal Of The Month 

PRESENTED BY THE ONE 

MAGAZINE AND ANCO 

THE KICK OFF 2 GOLDEN GOAL 

CHAMPIONSHIPS 

(TO THE TUNE OF ONE MAN WENT TO MOW) "On* more 
month to go, one mare month to-morrow, one-more- 
montri-of-Gol-dtn-Qoal?. one more month to-morrow" 
Yessiree-bob. one more month until the end of life, 
the universe and Golden Goals as we know it. The 
qualification rounds for the Kick Off 2 Golden Goal 
Championships end next month, so If you haven't 
sent us your goals by now, this is your last chance. 
One young chappie that has made it in before the 
deadline is Richard Worrall, and what a good thing 
that he did. This fine example of impossible-angle 
scoring is once again tucked neatly onto our cover 
disk (see page & for details), as well as being neatly 
tucked into the back off the net. 



A MIPFIELD 
TUSSLE between 
Scot and two of 
the opposition's 
finest leads to the 
NO-? breaking 
away towards the 
gala area. 



NEARLY FINNISH-ED 

CULT C64 PROGRAMMER, Stavros. Fasoulas, the 'flying Finn' 
whose creations included Sanxiott and Delta (both released by 
Thalamus) is about to make a triumphant entry to the world of 
Amiga gaming with Galactic, a 50-rrame-per-second shoot 'em up 
in 'traditional mode, 

Subtitled Tlte Vision Game, Galactic has been in development for over 
seven months now and is. according to the author. 90 per cent complete. 
After this Stavros becomes a little vague, saying: "Unlike many games 
nowadays, Galactic does not have a certain goal... there is no end * in fact 
there is no beginning either. Galactic does not force the player to do 
anything except survive! 
'This game does not have a difficulty option, nor does the program 

detect how good you are at 
playing it to adjust the 
difficulty automatically 
(those games never really 
work, do theyi)- It J s all up to 
you, Galactic is what you 
make it to be. fl 

But you won't be able to 
make anything of it until 
Stavros finds a UK publisher. 
Nothing has been confirmed 
as yet, but it's bebeved that 
there are a number of firms 
interested, with Virgin Games 
apparently leading the chase 
at present. We'll keep you 
posted, 




REACHING THE 
PEN ALT V SPOT, 
Scot jinks neatly 
around a hapless 
defender and 
starts racing 
towards the 
right-hand side of 
the goal, 



AS THE KEEPER 
RUNS OUT to 
meet him, Scot 
swivels through 
45 and fires the 
ball into the back 
of the old onion 
bag. Err... 
remarkable! 
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ARE YOU THE MAN THAT TOTTENHAM NEED to fill Gazza's 
tear-sodden boots? Are you so good that Graham Taylor 
would overlook you for the England team? Then send the 
proof to: Golden Goals (Kick Off 2 Championships), The 
One For Amiga Games, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. Don't forget that this is your last 
chance to gain entry into the Kick Off 2 Championships and 
that we only want the best the very best anything lest just 
won't do, Unfortunately we are now unable to return disks, 
even with an 5AE, sorry about that! 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merits 
instant disqualification. 

11 No more than THREE <3> goals per disk and no more than 
one disk per entrant. 

2) All goals MUST be scored by the entrant and NOT by the 
computer (even in Position play you have to be the one that 
gets it in the net). We on tell, so don't waste our time, 

3) The disk LABEL must contain the following information: 
the entrant's name, address and (if applicable) telephone 
number - it must also dearly state that it is an Amiga disk! 
A description of the goals would also be handy, along with 
what, type of pitch they were scored on. 






Amiga 
Repairs 



If something is wrong with your Amiga 
500 or C64, who better to turn to than 
the Commodore National Repair 
Centre. 

For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you. 

The experience and expertise of our 
technicians ensures that your computer 
is repaired to a high standard at a low 
cost. And each repair will be carried out 
within 12 working days! 

To schedule a repair and claim your free 
software, simply call Michelle or 
Audrey on 0733 391234. 

Please be ready to give your name, 
address, computer type r serial number 
and the type of fault. 

The cost is £57.45 for an Amiga 500 
and £47.45 for a C64. Payment can be 
made by cheque, postal order or credit 
card. 



Commodore National 
Repair Centre 



0733 391234 

FMG House 

Newcombe Way, Orton South gate 

Peterborough PE2 OSF 




O 




£57.45 
COVERS 

ANY 
REPAIRS 




As American games technology progresses in leaps and bounds, Paul 
Presley takes a look at a company from over there that's doing 
rather well over here. 




SIERRA 




OF ALL THE CURRENT 
■'interactive movie' producers, 
one company stands, head and 
shoulders above the rest. 
Sierra On-Line was Formed 
way back in 1980 and since 
then has remained at the 
cutting edge of gaming 
technology. 

It was Che First company to 
introduce colour graphics with 
adventures, the first to use 
professional artists and 
musicians to create its games and 
the first to develop the 'scanned 
artwork' technology that's 
currently gripping American 
developers by the throat. 

In March 1990, Sierra gained a 
major advantage over its 
competitors with the acquisition 
of Dynamic and its '3Space' 
technology. 3Space is used to 
create realistic 3D environments 
(seen in products such as Stellar 
7 and A-iO Tank Kilter), adding 
yet another dimension to the 
story-telling capabilities of the 
American giant. 

Heart Of China, due for an 
August release, is the first 
product on the Amiga to really 
utilise the two companies' 
technologies to their full extent. 
Set in the late r 20s, Heart Of 
China tells the story of "Lucky' 
Jake Masters and his search for 
kidnapped American dilettante, 
Kate Lomax, This search takes 
him through revolutionary 
China, Istanbul and Paris. The 
game uses the same 'point -and- 
click' system employed by Rise 
OfTltc Dragon (see the review 
in issue 29), but with the added 
attraction of various arcade 
interludes, such as a hair-raising 
tank ride down the side of a 
mountain. 






NOW THAT 
Ad THE FUSS 

in the Middle 

East has (lied 
down, prepare to 

relive some of 

the incredible 

tank-busting 

moments with 

A-iO Enhanced. 

Take control of 

the A-1 

Thtiftderboit and 

give Saddam 

another one in 

the eye. 



ROGER WJLCO r 

Sanitary 

Engineer 
extraordinaire 
and intrepid 

time-travelling 
hero, is back { 
for more 

aany fun in 

SfKKZ Quest 
IV (and 
Syaee QuCit 
XII and Spate ' 
Quest X and 
Syaee Quest I) . 




GRANDE 






The similarities between 
actual movie making and the 
production behind Heart Of 
China make the term 
'interactive movie' more 
appropriate than ever before. 

Over 85 real-iiEe actors and 
actresses are used to film the 
sequences that make up the 
story, along with professional 
costumes and make-up 
techniques- The characters are 
then digitised and added to 
the hand-painted 
backgrounds to create what 
you see on the screen. 

Incidentally. Rise Of The 
Dragon, a Blade Riuttter style 
detective story, is scheduled for 
an Amiga appearance by the end 
of June. 

Dynamix/ other area of 
expertise is flight simulators. Red 
Raron and A- 10 Tank Killer both 
use 3 Space to create their very 
different worlds, and both look 
equally impressive. Red Baron 
puts you in the middle of World 
War One, flying either for the 
Allied forces or the Germans. 
The amount of options that can 
be manually set (everything from 
enemy difficulty to whether the 




DYNAMIX' PRIMARY DEVELOPMENT 
MACHINE is the IBM FC. This enables it to make 
full use of 256*colour graphics and every major 
sound board. The program can then be converted 
in its best possible form to... 

sun shines in your eyes), along 

with the amount of different 

missions ensure that Red Baron 

should appeal to novice and 

experienced flyers alike. 
A- 10 Tank Killer, on the other 

hand, is very much an action- 
packed affair and is one of the 

few modern-day flight sims that 

doesn't include one of the J F- 

series of fighter planes. The A- 10 

Thunderbolt is one of the most 

under-valued planes in today's 

Air Porce (possibly due to its 

almost embarrassing ugliness). 

Instrumental in the success of 
the recent Gulf War, the 
'Warthog' is a superb low -level 
fighter - Dynamix' simulation 
captured that aspect perfectly. 
The one problem that the 
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AOittmjffty 




FROM THE MINDS that brought you 

virtually every Saturday morning 

cartoon show going, comes The 

Adventures Of Willy Biatithh - an 

interactive Cartoon, sitcom (how's that 

for* description^). 




WHAT YOU SEE ON THE AMIGA Despite nut 
having the colour f jinge to work with, DyitanUK 
can Slid make a goad job af the tonvci sion thanks 
tn the- Fact that the artwork is originally digitised 
from actual airbrushed paintings. 



game had, though, was a 
severely limited number of 
missions. When Sierra joined 
forces with Dynamix, it took a 
quick poll of A- 10 owners and 
came back with the results that 
more was wanted. To that end, 
Dynamix is releasing A- 40 
Enhanced, an expansion set that 
offers 14 extra missions 
(including seven set in the Gulf 
War) and the improved 
technology used in Red Baron. 

On a completely different 
track. The Adventures Of Witty 
Beamish is described by 
Dynamix boss Jeff Tunnel! as an 
'interactive cartoon sitcom'! 
Willy Beamish is a nine-year-old 
kid that gets up to more comical 
adventures and involved in more 
wacky situations than Bart 
Simpson and the Scoohy Doo 
gang put together. The game is 
being programmed by a team 
consisting of animators from 
Filmation. artists from Disney 
and writers from America's NBC 



TV network. 
Although its still 
in its early stages, 
Tuonell is 
predicting a late 
1991 release, 
Meanwhile, 
back on the 
ranch. Sierra's 
own developers 
took the IBM- 
compatible 
software 
industry by 
storm with the 
release of King's 
Quest V. This was the first use of 
the 'digitised artwork' 
phenomenon and proved to be a 
major success. We Amiga owners 
will be able to sample this unique 
style of game play in June 
when Roberta Williams' epic 
adventure hits your screens. 
In King's Quest V you play 
the part of King Graham of 
Daventry, who returns from a 
waik in the woods to find his 
castle (and everyone inside) 
gone, A friendly owl provides 
Graham with a few clues and 
he is soon off to find out. 
who's responsible for the 
strange occurrence rind why. 

Also having trouble with 
sequels is Roger Wilco, inter- 
■ galactic hero and janitor first 
class. Space Quest IV sends Roger 
on a bizarre time- travelling 
adventure, from the bleak future 
of Space Qwesf XII to the bleak 
past of Space Quest I. Amongst 
other things, Roger has to disguise 
himself as a woman, deal with the 
Latex Babes of Estros and find a 
copy of the Space Quest IV hint 
book! Space Quest creators Mark 
Crowe and Scott Murphy 
certainly prove that Sierra doesn't 
always take itself too seriously. 

Back in more familiar territory, 
it's been more than three years 
since Sonny Bonds, hero of the 
Police Quest series, has been seen 
on our screens, but thankfully, 
he's back to pound the beat. 
Police Quest III returns Bonds to 
uniform duty when he applies for 
a Sergeant's training tour. While 
in training, Sonny's wife is one 
victim of a series of ritual killings 
leading to a desperate hunt for the 
murderers. 

Police Quest III is the first of the 
series to use the new graphic and 
sound technology, the most 
telling fact of this being that 
Miami Vice keyboard maestro, 
Jan Hammer, is responsible for 
composing the music 



THAT WAS THEN 

ISSUE TEH: JUNE 1989 

THE SUMMER OF TWO YEARS PAST saw a 
bumper crop of film licences; Mr, 007 himself, 
Timothy Dalton, featured on our covet, while 
Domatk's conversion of Licence to Kill clocked up 
a respectable 82 per cent. 

Not to be outdone, ex-Rond Scan Cannery 
teamed up with Harrison Ford to take Indiana 
Jones on his Last Crusade, US Gold told us it had 
the conversion, licence, so we told you! So 
confident was 'the Gold' of the film's success that 
it lined up two games instead of one: its own 
action game and an adventure from Lucasfilm, 

Another big screen hero, KoboCop, was 
responsible for gaining Ocean one more accolade 
as the game of the same name broke the record for 
chart topping by remaining in the number one 
spot for an incredible 18 weeks! Far from resting 
on its laurels though, Ocean was announcing two 
more conversions destined to hit the big time; 
Batman - The Movie and The 
Untouchables . 

You want more movies^ 
You got it! Also at this 
point two years ago, 
Ac ti vision was proudly 
shouting about its 
acquisition of the licence 
to Ghostbttsten II. 1989 
was undoubtedly the year 
of the movie licence! 

On other fronts, Atari 
revealed its new colour 
hand-held console (then 
known as the Handy, but 
now better known as the 
lynx). Typically for a 
new console, everyone 
liked it, but nobody was 
planning to produce software for it! 

This issue also saw the emergence of adventure 
specialist, Delphine. In this issue we previewed 
the firm's action game, Ctistie Warrior (htnm), but 
more importantly, we became the first British 
magazine to announce its animated adventure 
(developed in the King's Qwest mould). At the 
stage this tale of an everyday window/ cleaner was 
untitled, but it was, of course, to become the 
phenomenally successful Future Warn. 

The Work In Progress this month was 
Argonaut's impressive multi-plane simulator, 
Hawk. Two years on, the game is 'about to be 
released' by Electronic Arts as Bird's Of Prey. 

Reviews were a mixed bunch, ranging from the 
terribly serious Chuck Yetiger's Advanced Flight 
Trainer vZ.O to the not so serious Thunderbirds. We 
were most impressed by Dataitorm (where is it 
nowO and New Zealand Story, both of which 
coaxed a mark of 84 per cent, 

Always willing to give new machines a chance 
we took an in-depth look at Acorn's new 
Archimedes, the A300Q. Long-time computer 
journalist Christina Erskine said: "Just because the 
specification of a machine makes a games 
programmer drool, doesn't mean that [it] is going 
to he sold to the game playing masses." And was 
she rights Too right,.. 

To round off the issue Ciaran Brennan talked to 
Activision's head honeho, Rod Cousens, When our 
deputy editor (as was) queried the ability of any 
programming team to successfully convert Galaxy 
Force, Cousens said: "Believe me, Galaxy Force 
will be a much sought after addition to any 
computer owners software collection-"' Oops! As if 
things couldn't get worse Rod wound up his 
comments with; ^lt is extremely motivating in 
contemplating a future which holds no bounds." 
Unfortunately Activision's future was to prove far 
from boundless, Oops again... 
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WHIP UP A STORM 



FEW GAMES GIVE YOU the 
chance to deal with 
xenomorphs face-to-face. Of 

those that do, Williams' 
Robotron-inspired Smash TV 
and Sega's A/few Syndrome are 
probably the best. It's worth 
mentioning chat in both of these 
the action is viewed from above, 

Sega's Alien Storm, which is 
currently undergoing a Tiertex 
conversion job for US Gold, 
Fid opts a more tradition;)] 
approach: horizontally scrolling 
thwack 'n f roast sections coupled 
with an Operation Wolf- style 
3D shoot 'em up, The coin-op is 
noted for its bizarre and 
colourful graphics and the kind 
of slimy, grizzly opponents that 
would have Dutch Schaeffer 
gibbering in the cupboard, 

The plot, for what it's worth, is 
simple enough: having courted 
environmental disaster and 



unleashed the consequences on 
their own world, a gang of 
marauding alien life forms has 
slithered through space to Earth. 
The aliens are now launching 
clandestine attacks from their 
mothership, hiding out in 
everyday street objects and 
squelching passers-by. 

TRIPtE TROUBLE 

Only a trio of self-appointed 
alien -busters - Gordon, Karl a and 
Scooter - are taking the threat 
seriously. The gang has set up a 
xenopbobe society at the Alien 
Burger Cafe, where they can 
respond at the drop of a gobbet 
to any suspicious activities. 
Given that the game play is 
standard beat 'em up fodder, the 
real challenge lies in recreating 
the visuai power of the original - 
and you'd have to be mad to try, 
wouldn't youi Enter Tiertex, 



FORMULA 3D 

NEXT ALONG FROM THE PEOPLE who brought you the 
poorly-named I Piny: 3D Soccer (see issue 31), will be another 
three-dimensional sports, simulation, this one concentrating 
on a rather faster pursuit - Formula 1 grand prix racing. 

Coming soon at a price of £25,99, Formula 1 (not an imaginative 

title, but at least it doesn't start 
with 'I Play') promises a range of 
selectable graphic levels, with the 
high end featuring such delights as 
working wing mirrors and the low 
end offering greater speed. Another 
attraction should be the split-screen 
two-player option. 






SPOT THE DIFFERENCE - here's 
i he coin-op, while Ticrtev' 
conversion is bottom left, 

whose previous games include 
Indiana Jones And The Last 
Crusade, the acclaimed coin-op 
conversion of Strider, and 
Strider II, an idea of their own 
which grew into a coin-op. 

The Chosen One for the project 
was Dave Stead, who's been 
beavering away at his keyboard 
since last November; "Most of 
the time has been spent putting 
all the different aliens in and 
getting them to interact with the 
players." He's nut personally 
responsible for the music and 
sound effects (created by the in- 
house musician), nor the 
generation of the graphics (again, 
in-house), but he has nailed the 
components together. 

THE ART OF COMPROMISE 

Inevitably, during the conversion 
process he's had to make a few 
compromises: Tn most respects 
everything has been attempted," 
but a few frames of animation 
have been left out, and most of 
the introductory sequences to the 
levels have been chopped. 

However, the most striking 
omission is the original's 
simultaneous third player: 
converted Alien Storm is two- 
player only. On the positive side, 
the unique high-score table 
(incorporating a 1-10 rating 
awarded by stars of the Sega 
screen) will be implemented. 

Alien Storm is already nearing 
completion, which is well in time 
for its scheduled September 
release date, Tiertex isn't giving 
much away about other projects, 
but it's likely that more coin-op 
conversions are in the pipeline, 
and that the Alien Storm team 
will be responsible for them. All 
its future plans are "pretty much 
up in the air/" When they fall to 
Earth, we'll let you know. 



SUCK IT 
AND SEE 

REMEMBER WIPE 
OUT and Street 
Hockeys We II 
forget those 
turkeys, as 
Gomo GaiFBi 
hopes to up the 
stakes and 
revamp its 
image by 
abandoning its 
split-screen '3D' 
sports style 
(permanently, 
we hope) to 
concentrate on 
its next rele«*, 
Brides Of 
Dracula. This 
one- or two- 
player split- 
screen arcade 
adventure 
allows the 
player to take 
the part of 
either the 
fanged one 
himself or his 
arch enemy Dr. 
Van Helsing, 
'Fangs' of the 
Dracula legend 
will be able to 
get their teeth 
into this bite 'am 
up towards the 
end of the 
summer. 



GOLDEN 
OLDIE 

NOSTALGIA 
FREAKS who still 
harbour fond 
memories of 
their old «4s 
maybe 

interested; in Arc 
Developments' 
latest project, 
The chaps 
behind such 
notables as 
Forgotten 
Worfds and 
Cradtdown are 
currently heads- 
down and 
burning the 
midnight oil to 
recreate 

Thalamus' old 8- 
bit classic 
Armatyte- for 
your machine. 
Armatyte - The 
Final Run is due 
any day now and 
should retail for 
£25.99. 
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BUY 3 CURRENT HITS 
AND GET a ALL TIME 
CLASSICS FOR Vt PRICE 






From May 6th, choose any 3 
games from a selection of current 
hits by Ocean, Virgin Games, 
Mindscape, Accolade and 
Mirrorsoft and you can get 2 all 
time classics for half price. 

Hurry down to your local Virgin 
Games Centre, pick up a Classic 
Collection leaflet and check out 
details of this exciting opportunity 
to make amazing savings on the 
games classics you wish you'd 
bought first time round but 
maybe couldn't afford. 

Only at Virgin - where games 
come first and the best selection 
in computer entertainment is 
always guaranteed - is this 
exclusive offer available to you. 
Start collecting now, the offer 
doses August 31st 1991. 




GAMES 

CENTRE 



VIRGIN GAMES CENTRES at 

LONDON -Oxford St reet 



BRISTOL 



Merchant Street 



OX FO R D - Westg ate Ce ntre 

Kl N GSTON - CI a re nee St reet 

SHEFFIELD -Meadowhall 
(Opening soon) 



AND in the VIRGIN MEGASTQRES at: 



LONDON 



BELFAST 



BIRMINGHAM 



BRIGHTON 



LEEDS 



NOTTINGHAM 



EDINBURGH 



DUBLIN 



CARDIFF 



GLASGOW - Union St & Argyle St 



Virgin Retail, 95-99 Lddbrokf Grove, London W11 1PG 










THE 




COM 



MAKE AN 
LEOFI 
OURSELF 



'EVE OFFERED YOU SOME GROOVY PRIZES In 
the past - but never Anything as groovy as this 
To tie in with the release of Its arcade A 



Adventure (kite, veteran publisher Audiogenic is off 
this genuine high-quality Doctor Who alien outfit td 
lucky winner of our all-too-easy competition, 
The excellent outfit, modelled here by thej 
Brian Nesbrrt (and doesn't he look nice!) 
1984 episode of the long- running ABC Si 
Warriors Of The Deep. J 







» THIS 

Z GENUINE 



, 



,a« 

o do' is 



COS 



1 you 
be the proud 
of this 
unique piece of 
television history. 

Name three Doctor 
Whos! 

That's it, that's all 
you have to do. And 
to make It even easier we'll throw one in for free - |on 
Pertwee! There, now all you have to Ho is come 
up with Another two and you could be In with a r yi 
chance (Or, if you prefer, you could always forget L^*J 
old Jon and come up with a different three, the DEVIS 
choke Is yours!). multi-i 



pop your answer on the back of A postcard (or, 

would you believe, a 

Seated envelope) and 

send it to; WHO ARE 

YOU? THE ONE, EMAP ;. 

IMAGES, PRIORY COURT, £' 

30-32 FARRINGDON 

LANE, LONDON EClR 

JAU, Entries must be In 

before July 9th, unless 

you've got a Tardis of jfc ^ Amm 

course, in which case }}£/ 

time's not a factor really, '!-J '; 




EXILE-ERATING 

DEVISED AND WRITTEN by the authors of the legendar, 

m u I ti -directional scrolling arcade adventure played out across a vast 



1UR11 




ing home after completing a long stretch on an inhospitable 

planet, you pick up a distress signal from a Commander 
Sprake of the Columbus Force. 
Coming to the rescue you find yourself in a nightmare 



■ - -r i_r 

''■'. ■';*-' of genetic experimentation and frenzied killing. 
, Think you're up to the job? Exile is available now, 

priced at £25.99. 



THE SMALL PRINT 

The editor's, decision is final and no correspondence will be entered 

into- Employee* of EMAF Images. Audloge nil , the BBC and strange old 
men who wear long scarves and live in telephone bote* may not enter. 
We trust you'll agree that Ihls Is A unique prize, so If It doesn't fit then 
that's |ust tough luck - no cash alternative will be offered. 
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RAILROAD 




WINNER OF 
BEST PC GAME 

'Golden Joystick Awards' 



Now available for Atari ST, Commodore Amiga and IBM PC compatibles. 





IT'S AN JLL WIND Chat blows 
no-one any good, and the 
one that welcomed the 
British contingent to the Windy 
City was a true skko, Waiting on 
the tarmac at CTHare Airport to 
greet my Limey counterpart, 
Brian Nesbitt (with a carefully 
prepared salutation of 'Yo 
Prude!'), I discovered that a 
violent storm had kept the pilot 
trembling at 40,000 feet - until 
an em pry fuel gauge gave him 
the courage to land. Talk about 
palefaces, The One's 
representative was a deep shade 
of green -and I'm not entirely 
sure that CES made him feel any 
better... 

So, apart from the aforesaid 
paleface's breakfast, what came 
up at the world's biggest 
summer games show? I had the 
reeling that most Europeans left 
Chicago deeply depressed, but — 
having the benefit of being on 
my own ground - 1 reckon I 
managed to strike gold where 
they Just struck out. Not that I'm 
exactly the world's hottest 
Sleuth - you guys will be 
running rings round me at your 
London show in September - 
but it helps to speak the lingo... 
and we do speak a different one 
out here. 
So the first thing I did was 




160'S THEATRE OF WAR looks like 
hat stuff for wargamers Arid 
strategy fans, The game features, 
two-player options (Including 
modem link J , * terrain editor for 
modifying the iiUyrleH, multiple' 
viewpoint JD environments, and a 
range of weapons Through history, 
from slings to an Abumj tank, 

leave the show altogether, 
because something much more 
Interesting was happening In a 
small room at the Rlfe-Cartton 
Hotel. Remember Defender Of 
77?e Crown! Or (more recently) 
Electronic Art's Centurion? Both 
these games were designed by 
Kellyn Beck, who's now 
President of a new company 
called Gneplay Interactive. 
Tucked away in room 1927, 
Kellyn was demoing his latest 
creation, Detection. 

Clneplay's worth watching 
because It's a collaboration 
between Beck and a guy by the 
name of WiJJ Vinton. Vinton has 
been almost slnglehandedly 
responsible for the development 
and popularisation of 



Leaving the Big Apple behind, our US 
correspondent 'Crazy* Dave Gruisin 
blows into Windy City for the Summer 
Consumer Electronics Show.., 




'Claymation' - the animation 
technique that uses malleable 
figures to produce characters 
like the California Raisins or 
(more recently in Britain, I'm 
told) Nick Park's award winning 
animation Creature Comforts. 

It comes as no surprise, then, 
that the first game from Cineplay 
features Claymation - but it's a 
Far cry from the wacky humour 
of the Raisins. Set a thousand 
years In the future In the Dark 
Age of Humanity, Detectron 
plunges you into a world 
dominated by robots, Trapped In 
the ruins of Washington DC the 
last survivors of the human race 
are watched over by robot 
guards, tasked with policing The 
Human Preserve - a sort of 
futuristic wildlife park, but with 
humans on the other side of the 
fence. You play the part of a 
2 1st century detective, charged 
with, solving a murder. 
Detectron uses other 
innovatory techniques apart 
from Claymation. Game 
characters appear in cameo 
graphic windows that feature 
digitised animated video 
portraits of the people you 
encounter. The user Interface is 
also extremely straightforward, 
using only three labelled push 
buttons. The labels on these 
buttons change throughout the 
game, constantly offering 
different options 
relevant to the 
current situation. 

Logic, 
exploration, and 
encounter 
therefore become 
the key elements 
of the gameplay, 
rather than 
hunting through a 
menu for relevant 



ANOTHER GEM 
TO lUP AWAY 
from the show for 
- the Hattlctcc h 
Centre 1K5 on the 
Upper level of A 
rtearby Mai I and 
gives you 
advanced multi- 
player combat 
simulation 
Featuring different 
types of robot 
hardware. Fun, 
frightening, and 
expensive. 



commands on a hit or miss' 
basis (as tends to be the case 
with other titles in "the graphic 
adventure category). 

Detectron looks extremely 
promising and should be out 
later this year. It was the 
highlight of the show for ol' 
Crazy because It seemed to sum 
up the way video games are 
headed - out of the ghetto and 
Into Hollywood. Definitely 
worth sneaking away from rhe 
show fori 

Not all the Interest was 
hidden outside CES, however. 
Let's get back to the 
MacCormlck Centre - the vast 
hall where the show rakes place 




'LIVE CHIC.KhN! IULLY ROASTtD and still 
alhrcl Old enough to cause a Laugh -Blot and 
Chicken Shock! Instantly goes Into Squirming 
contortions and wildly waving both legs when 
It hears talking, laughter, refrigerator door 
opening, or a telephone." You know, 
sometimes I don't know whether I prefer the 
products or their descriptions. This one 
comes "Expertly taxidermy air- brushed for 
exact realhrn '" and Is, I venture to suggest, the 
ultimate cookle-tgtsser, 

every summer - and check out 
the inside Story -told elsewhere 
on rhese pages. Yo prudes! 



RAISING CAIN 



MISS O SH ALIGN ESS Y, who taught me worid history In a graffiti-emblazoned 
bomb shelter in The Bronx, told us that Cain 'started civilisation'. Civilisation 
remained a mystery to us. but the fact chat he knocked off Abel without ending 
up on Death Row gave him a certain amount of street cred. 

Now MlcroProses Sid Meier, who has a colossal ctmounr of street cred 
amongst American gamesters following a Jong string of superlative game 
designs {culminating last year In Railroad Tycoon), has given us a chance to take 
over where Cain ieft off. Civilisation uses the typically crude Sid graphics (sorry, 
Sid, but really these tile- based systems are not hot on the street these days) to 
present a grand tour through history as en-sated by you rs truly. 
| Gameplay Involves making political, economic, and military decisions for your 
'civilisation', white opponents ranging from Napoleon to Gh.eng.is Khan try to 
build up their own cultures to destroy you, The game wasn't totally previewable 
at CES. but Meier's programs are always chock full of research and detail, which 
is what makes them such good value. There's rt slight worry here char he may 
have bitten off more than he can chew, but we'll find out later this year. 
Mfc joProse had a whole host of other products on display, of which the two 
most Interesting had to be BOT55 and Gunshlp ZO00 
Much has already been written abouc Gunshlp, which 
could be this year's must-buy when It launches its five 
attack choppers simultaneously, but BOTSS was 
completely new - and. for the time being, on coin-op 
only. 

Not Just any coin-op, however, but MlcroProse's 
own state-of-the-art machine, that has already 

BOTSS _ smash that mickey before It smashes you en 
Tfi&se'S. latest coin op, featuring Spirt- second filled 
polygon display,,. 
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STUFFED! 




NO, THIS is TiQff a 
large mouth bass. It'* 

a telephone. It's 
tacky, but It's 
American . Makes you 
proud, huh? 



LUCASFILM'S LATEST 

LUCASFILM WAS SHOWING OFF les new Indy game, the first to be 

released without the benefit of an existing fllm to provide the story 
line. Indiana /ones And The Fate Of Atlantis was demolng on the 
EBM and should hit the market in October this year, Featuring ovci 
200 locations. 256-colour VGA, video 'rotoscoplng' of characters 
for more realistic movement and appearance, and multiple 
solutions to puzzles, Indy could be Lucasfilm's hottest property vet. 

Most interesting of all, however, is the 'player sensitivity' built 
into the new Indy game. Basically, this system monitors the choices 
you make during the game and then occasionally leads you off 
down one of three different storylines. Each srorylir.e is designed to 
be especially suited to your playing style and may concentrate on 
either social interaction, puzzle solving, or action sequent*. An 
interesting idea that could replace the current craze for crying to 
hype up the Interest level in games by mixing different game styles 
(e.g. an arcade r sequence in an adventure game) and forcing the 
player to endure all of them, regardless of personal inclination. 

Bearing in mind the success of the recent Monkey island title, the 
other Lucasfitm hot property has to be The Secret Of Monkey island 
IS, LeChuck's Revenge. This isn't quite the advance on the original 
product that Indy Atlantis is. but it still manages to pack in 




considerably more music 

and %?X. together with 
Improved animation and 
an enhanced interface. 
including an icon 
Inventory. 

The real meat oF 
Monkey Island II, 
however, has to be the 
story whi< h was 
especially designed by 
Ron Gilbert (who 

originally put together the SCUMM programming system used for 
Monkey Island and other Lucas titles) to be "...as non -linear as 
possible (and) challenging to all players, regardless of their gaming 
experlera 

This means skill levels, variable puzzles, a host of new chart", 
and, of course, lots of new places to visit. Join the rush when the 
game's converted from the IBM in the first quarter of 1992, 

INDY ATLAOTK; UNLOCK THE SECRET POWER of the lost kingdom 
before the Third Reich cottons on And enslaves the world. Not due for 
movie release, but to be released *s a series of comic boohs. 



4 r CHUCK'S REVENGE features An Improved 
Interface And variable skill levels. Each skill 
level features completely different puzzles, 
rather than the same: puule made harder. 




SID MEIER'S CIVILISATION latest In the series 
that began with Hellcat Ace, and has since 
brought US games ranging from Silent Service to 
F-19 SfeaMj fighter and Railroad Tycoon. 
Somewhat crummy graphics but, we hope, 
superlative gameplay, . . 



I 



GilNSHtP/aOQ- SHIPPING SOON and looking 
better than ever with mult I -( hopper capability 
and loads of missions 




ted an arcade version of F- 

15 Strike Eagle, 

Thar game, however, was 
rather too hot for some 
gamesters, so BOTS5 was 
designed to fill the gap - an 
easy to pick-up scenario that 
involves blasting metal mickeys 
in pure-blooded shoot 'em up 
fashion. 

Fast and furious, It could be 
the arcade hit the company are 
looking for. And to follow, 
there's a racing game planned. 
or so the whisper goes... 



•fROSE IS TO RELEASE 

Paragon Software's 

computer Implementation 

of Twilight 2000 - the 

Came Designer's 

Workshop RFC - later this 

year. You'll set a 

character recruiting 

system, 3D vehicle 

simulator, and overhead 

views of combat and 

exploration sequences - 

but Initially only If you've 

jot an IBM. Other 1 6- bit 

conversions have yet to 

be deckled. 
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REPLAYING A SEQUENCE to the audience In Dlsne> s Smnf /sJajirf 
(top right). While D/CA- Tracy (above) doesn't look all bad - some of 
the screens Are nicety put together, although the Action sequences 
look a little Outdated For a modem I fi-L)l< title, let's hope that the 
gameplay shin cs through., 
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DEFINITELY NOT 
MICKEY MOUSE 

HEADING AWAY FROM THE SHOW Again took us 
to Disney's wine, chicken, cheese and chorizo 
party in a plush hotel suite in downtown Chicago, 
where the company demoed some Impressive 
p relucts for the games market to follow its 
successful 16-bit launch of The Animation Studio 
East year. 

Hare Raising Havoc is a superbly-animated 
graphic cartoon featuring Roger Rabbit and Baby 
Herman And digitised voices created by the actual 
■actors who played the parts In the movie. 
Previewed on IBM, the game had some of the best 

I cartoon graphics 
we've yet seen on 
a home computer, 

Dick Tracy was 
rather Jess 
I impressive 
■ I graphically, but 
l spiced up the 

gameplay by 
/ offering randomly- 




H*re Raising ti&vac labor* right) - graphic beauty, with vn l<e -over* by the 
Original Who Framed Roger RAbbtt? cast, but some of the best In-fllgbt 
graphics we've seen Ate In The Rocketeer labgve), based <.,„ the film, and 
featuring G-Men, NaiIs, And kidnapped ftlrlfrlenrtv 



together with 
,-.-, exploration, 
Br* ' ii ^ rt y ' deduction, and 

Wm I JSX!* 5Uspect 

■"* * interrogation 

TTre Rocketeer, on the other hand, looked absolutely stunning, 
blending comic book graphics, superb realistic backgrounds, and 
Hying sequences featuring 1 93fjs aircraft as you try CO rescue 
your kidnapped girlfriend, Again, some of the best graphics I've 
seen for a long time, but only time and the firebutton will tell how 
the gameplay stacks up. 

Stunt Island, on tlie next other hand, is a new Idea that could 
attract a lor of fans- effectively it's a stunt-flying simulator with 
an extended action replay feature that allows you to perform 
particular stunts, film them from different angles, rhen play them 
back to a "cinema audience". The player has to master both film- 
making and stunt skills to climb through the ranks, getting 
involved in camera placement, directing, editing, and looping the 
loop in the process, 




COMMODORE CDTV S WIRE OUT IN FORCE, but Atari is 
reported to he fighting back with Its own CD system 
due For launch next year. Meanwhile, Philips and 
.Nintendo stole (he show with their announcement of a 
joint CD-I/Nintendo games machine, thereby infuriating 
Sony which was under the Impression ias was the revi 
of the world) that It had the deal for hscSf. Several 
prominent lawyers were reported to have died from 
excitement after the press conference. 
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SURRA LAUNCHED i t tSilk'l 

SUiTLAKKt 5*1 ihe show 

Isee an up-aftfl 'Cuming The 

One report) but - apart from 

Police Quest 10 iditrol - rh e 

most interesting 

announcement was art 

'electronic theme park' 

lied Larrylanri. Tills will 

form |NUt of The Sierra 

Network ITSINJ, a dial-up 

multi-user network that 

enables gamesters to design 

their own on-screen 

persona? and rhen take on 

other callers at A number of 

different games. Currently 

the games are limited to 

rather ratty little sequences 

like Blackjack or 

Bacftea/nmon, but Sierra will 

shortly start shipping TSN- 

compatible versions of more 

meaty products, including 

the superlative Rett Baron. 
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16 BIT computer 

10 SHOW CIV 



Europe's biggest 16 Bit Computer Show dedicated to the serious 
and entertainment sides of the ST, Amiga and PC 



July 12, 13, 14 

Open 10am - 6pm, 
Friday and Saturday, 

Open 10am - 4pm, 
Sunday. 



Regular ticket prices 

- £5 Adult, £3 Child 
(Under 10) at door 
or after July 5th. 
Fast Lane 

Ticket Prices 

- £3 Adult, £1 Child 
(Under 10) 




Over 140 

companies 
will be exhibiting and 
supplying everything 
from Hardware to 
Software, Peripherals 
to Consumables for 
your ST, AMIGA & PC - 
as well as all the 
latest products from 
Europe & America 



Companies 
including: 

■ 2 Bit Systems 

* A & CElwfronics 

* Adamsoft 

* Active Studio 
Centre 

* Alf Payne 

* Arkadia 

* Aranr Ltd 

* B.C.S. Ltd 

* Budgie UK 

* Bytes & Pieces 
(Europe) Lid 

* Care Electronics 



Checkmate 

CnTT.pulink 

Computer 

Manuals Lid 

Connect 

International 

Console Quest 

Delta 

Leisure (UK) Lid 

Diamond 

Computers 

Digital Disks 

DK Discs 

Dowling Computers 

Euro Computer 

Supplies 



Novotel Hotel, 
Hammersmith, 
London W6 

Nearest tube station ■ Hammersmith 
(Piccadilly, Metropolitan & District Lines) 

Organised by 

Westminster Exhibitions Ltd, 
Surrey House, 34 Eden Street, 
Kingston, Surrey KT1 1ER 
Telephone 081-549 3444 
FaxOSl-547 1311 



VISIT 2 GREAT SHOWS 
WITH ONE JOURNEY 

On the same days as 

the 16 Bit Show and 

just 5 minutes walk 

away at Olympia is the 

INTERNA TIONAL 

MUSIC FAIJl so why not 

visit both shows! 



Full Circle 

Technologies 

Gastiener 

Gemini Computers 

GFA Data Media 

GPS 

Harpers Computer* 

Hart Micros 

ill-Soft 

liLTeeh 

(Modems) Ltd 

ICPUG 

Kador 

Keytread 

Computers 

LCL Educational 

Software 



Fast Lane 

Ticket 

Holders 

have their 

own 

priority 

entrance. 



lb; 16 Bit Show, PO Box 68, 
St. Austell PL25 4YB 



Please send me 



Adult Fast Lane Tickets @ £3. 
Child Fast Lane rickets @ £1 



I enclose a cheque/EOy Credit card details 
Name 



for£ 



Address 



I 

made payable to 16 Bit Show 

1 



Postcode 



Credit Card No. 



Expiry date 



OR phone 0726 68020 to book with credit card 



*'3 



ij 



* Manfred Carle 
Hard & Software 

* MCD Software 

* Media Direct 

* Media Value 

* Memory Expansion 
Systems 

* Micro Man 
(UK) Ltd 

* Micro Value 

* Micro Smart 

* Microdeal Ltd 

* MPH Computer 
SpecialisTj; 

* New Dimensions 

* North Eastern 
Consoles 

* Omega Projects 

* P&B Micros 

* Pandaal Marketing 

* Paradise Computers 

■ Precision Software 

* Protar 

* Recoil 

* Riverdene PDL 

* RcmboLtd 

* Silica Shop 

* Siren Software Ltd 

* Soft Stuff Software 

* Software Plus 

* Software Squad 

* Software Selection 

* Supergraphics 

* lake Control 

■ Turbosoft 

■ US Action 

* Vldek Ltd 
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FEATURE 



It's an awful, un watch able travesty of an excuse for a motion 
picture - and what's more it's about to be transformed into a 






down to the awful legacy that is... Plan 9 From Outer Space? 



VERVTHING YOU'VE EVER 
HEARD about Plan 9 From 
Outer Spate is true. In its 
time, it has been variously 
described as: "the worst film 
over made", "mesmerisingly 
awful", "staggeringly inept", 
"the most miserable spectacle 
ever made", "barely 
watchahle", and "produced 
with no interference from the 
conscious mind". You may well 
wonder if any film could really 
be as bad as all that. Well, in a 
word... yes! 

Thanks, to t*w pioneering 
work of Harry and Michael 
Medved, Plan 9 From Outer 
Space was rediscovered in 1980 
as a lost masterpiece of trash, 
The film buff brothers were 
putting together a book on bad 
movies. The Golden Turkey 

_^__^^ Awards, and Plan 
I 9 quickly 
'■ emerged as the 
\ alt-time 
I supremo. 
I Since then it 
1 has attracted a 
', cult following 
\ as fanatical as 
', The Rocky 
\ Horror Picture 
\ sham, turns 
I up with 

i alarming 
frequency 
on late 
night 
television 
■ around the 
world and 
has been the subject of 
high profile investigations by 
the likes of Jonathan Ross and 
Clive James, 

So perhaps it was inevitable 
that the film would be adopted 
as the basis for a computer 
game - and that's exactly what 
has happened, although it's not 
due for release until some time 
neirt year. 

In fact 1992, which marks the 
34th anniversary of the film's 
release, will not only see the 
launch of 

Gremlin's t^""~^_ 

game, but also \ 
the West End \ 
stage opening of ', 
a musical version ' 
of the film and a i 
welcome reissue ' 
of the original \ 
movie on sell- / 
through video. / 

According to ^--^ \ 

David Martin, J 

Gremlin's special / 
projects manager, ^^^ 
the idea behind Plan 5 ^^^ 
From Outer Space - Tfte 7 

Computer Game came / 
about several months / 
ago at a / 

brainstorming / 

session where 

the 

development 
team was 
thrashing out 
ideas for future 
projects, 

"One of the 
ideas mooted was 
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to find an early black and white 
science fiction B movie and give 
it the big licence treatment as 
though it was Terminator H or 
Die Nardil/' he recalls. "It 
wasn't long before someone 
turned around and said 'How 
about Plan 9 From Outer Space? 
It's the worst movie ever! '" 
Having settled on Plan 9, the 
team tracked down a video of 
the film, organised a screening, 
got some beers in, tuned in and 
were hooked. 

"There were quite a few ideas 
kicking around." says Martin, 
"but from the outset our 
intention was to give it state-of- 
the-art treatment and develop 
some 
really r 
nifty 
software 
for it. We I 
came up \V 
with some 
ideas ^ — - 
and 

then it \ 
was a 

matter of K_.-- 

finding out who 
owned the 




Copyright." 

Martin eventually tracked 
down a certain Wade Williams III 
in the US who held the film's 
international rights. Williams 
liked the idea and put Martin in 
touch with Alter Ego, the UK 
copyright holder who had 
already produced Jonathan Ross' 
Ifttredibly Strange Pfcfore Show 
special about the film. 

Gremlin was given a relatively 
free hand when it came to 
drawing up the basic criteria for 
the game - although Alter Ego 
needed assurances that it would 
remain faithful to the film's 
spirit and plot. Although Martin 
won't be pressed on specifics 
~*v - mostly because the 

game is 
-' still in 
: development 
' - he does 

promise that 
- . j, it will stay 
\ close to 
the film. 
a "It's an 
., ^ interesting 
)r ^' puzzle that we've 
got. What we're 
producing is 



going to be brilliant from a 
software point of view but it 
will also have that element of 
being staggeringly inept and 
mesmerising! y awful," he says. 
To that end, some of the film's 
most memorably inept 
moments - which were supplied 
by the film's SFX and continuity 
departments - will apparently 
make the transition to the 
game. 

"In the film there were flying 
saucers which looked very much 
like ashtrays held up by pieces 
of cotton -which is exactly 
what they were! The lead actor 
dies in the first few minutes 
and they replace him with 
another actor who looks 
nothing like him and is a foot 
taller. To get around this he 
spends the rest of the film with 
his arm in front of his face and 
you never really find out why. 
There's also some amazing 
editing where you go from day 
to night and then day again 
and cars change colour as 
they go from one scene to 
the other - all of these are 

^^_^^ reflected in the 
"""* \ game," enthuses 
\ Martin. 
\ As someone who 
\ has seen the fifm 
/ severs i times, 
/ Martin claims that it 
does actually get 
better the more you 

see it, "The film 
\ does improve 
*\ with viewing - 
\ the more you 
\ watch it the 
\ more you 



notice 
V things," 
*\ he says. 
k i "It's 
actually not 
\ a bad plot," he 
\ concedes, somewhat 
\ implausibly, 
' The interest 
shown by Gremlin 
in Plan 9 From 
Outer Space may 
lead some sceptics 
j to conclude that 
jf the company has 
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Robbers From Outer 
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black and white, 79 minutes 

,\ Directed, written and produced by 

Edward D. Wood Jr. 

^Cinematography by William L Thompson 

k Starring; Bel a Lugosi, Vampira, Dolores 

Fuller, Tor Johnson, Dr. Tom Mason, Lyle 

Talbot, Joanna Lee, Gregory Wakott, Duke 

Moore, Tom Keene 

Or Plot: Eros and Tanna, creatures from the 

deep recesses of space, are sent to Earth in 

a flying saucer (or is it an ashtray?). Their 

mission is to destroy the planet before 

nuclear testing blows the universe to, eh, 

infinity??!! The aliens land in a San 

lando cemetery and initiate their self 
ed 'plan 9'. This is a cunning plot to 
irrert the Earth's dead who will then 
re as the invading aliens' army of 
zombies. Needless to say, it all goes 
horribly wrong and the American way of 
■ is preserved - for the time being... 
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upon a 
cost- 
f effective 

r licensing formula. 

v After all, why shell out a 
fortune for the games rights 
to Aliens fit or the latest 

Indiana Janes or James 
Bond movie when you 
\ tan sift through 
' Ho I ly wood 's trash 
\ can and come up 
\ with a high-profile 
title which won't 
exactly cost you an 
arm and a leg? 
However, Martin 
' dismisses the 
suggestion that one of 
' the attractions of the 
title was the relative cost 
of the licence, 
"The motivation for it 
.- was that we thought it 

would be a terrific project 
and that we could build a 
successful game with an 
original slant to it ■ 
something a little bit 
different. As far as were 
concerned it's a major 
project." 

Martin doesn't rule out 
the possibility of acquiring 
other B -movie licences although 
he does admit that with Plan 9 
they've already got the jewel in 
the crown of tinseltown trash. 
"It's possible that we might go 
after other movies,™ he says. 
"But you've got to be careful 
and pick the right one. There 
are a lot of awful movies out 
there that only real movie 
aficionados know about - with 
Plan 9 a lot of people are aware 
of it because it's known as the 
worst of the worst-" 



1 9 is the mcistcrwork gf the legendary 
irard D. Wood jr. who takes full responsibility 
should that read, blame) for 
'rig written, 
cted and 
faced the film 
and cast it with 
assembled drinking 
buddies. 

Wood had already 
gained some 

>riety with GJen Or Gfenda i. 
1. This (one of the first films 
«kle that prickly subject 
ansvestitismj was not 
only directed by Wood, 
but also starred him in 
the centra! role as the 
♦--""bled Glen - w L - 
. dressing up 
la. This was 
rent I y a subject cl 
food' 4 heart, as he 
wasn't himself averse to 
drawing the curtains and 
slipping into something more 

"ifortable after a hard day's film 
ling. 
Controversy still surrounds the casting . 
European horror star Beta Lugosi in the L 
One school of thought maintains that the 
morphine-addicted Lugosi. whose career had 
been steadily heading for the dumper since his 
triumphant Drawfe in 
1931 and who had already 
worked that year with 
Wood on the equally 
awful Bride Of The 

Monster (a.k.a. Bride Of 

The Atom), died a couple 
of days into filming 
leaving the hapless 
director with a few yards 

' of footage and no star to 

finish the job. Others 
maintain that Lugosi' s brief footage is an out- 
take from a completely different movie, namely 
the unfinished Tomb Or" The Vampire and was 
bought by Wood at a bargain basement price. 
Whatever the truth. Wood replaced Lugosi with 
his wife's chiropractor, Dr Tom Mason. Being at 
least a foot taller and bearing no physical 
resemblance to Lugosi, Mason was forced to 
spend the rest of the movie walking around with 
his cape draped in front of his face. 
The incomparable Mason/Wood partnership 
would be revived with even less success a couple 
of years later with Night Of 7f>e Ghouls'. 
With its wobbly sets, dodgy acting and non- 
existent direction. Plan 9 has justifiably earned 






across a railing message indicative 
the Cold War times in which it was made. 
Like the more articulately e»pressed tnvasro 
The Body Snatthers (also made in 1956), Plan 
deals with the fear of invasion within as 
expressed at the time by the communist wit* 
hunts conducted by senator Joseph McCarthy 
But that, alas, is where the similarities end. 

Trivia buffs will be delighted to learn that F 
9's leading lady, Vampira, came to the film fi 
from the trauma of being one of James Dean 
last girlfriends {the actor had died the previe 
year). After Plan 9 she appeared in a successi 
of low budget movies, most notably Sex Kith- 
Go To College (19&Q) and hosted late-night 
television screenings of horror movies in the ' 
In 1984 she staged a brief resurrection as a n 
wave performer under the unlikely - and as i 
was to prove, unlucky - nom de plume of Heli 
Heaven and was never to be heard of again, 
Dolores Fuller, the film's token blonde starh 
was a Wood regular until she dropped out of 
movies in the '60s and moved into the music 
business where she wrote several songs for 

fellow B-me 
performer, 
Presley, 
including 1 
classic Rot 
Huia Baby 
~' Blue Hawe 
Another Wood 
i that worked on the film was UVillian 
Thompson, the legendary 'blind 
cirvematographer of Holly w 
"""-•^ He was only blind in on 
^v eye, but many critics 
\, claim this was the 
\ he used to shoot 
\ most of Plan 9 
\ (which probabl 
\ accounts for sc 
of the unexpe - 
/ shifts in and < 
focus). 
/ ns for Edward 
/ Wood Jr., he 
continued direct in 
jS with titles like The Si 
Urge (1961), Take ft Out 
ade (1971) and Necromania 
.ie never quite found the audier 
tided him throughout his career, I 
the '70s he turned his talent to pornography 
books, often borrowing from his own notori 
transvestitism, and wrote such public library 
favourites as Diary Of A Transvcstite Hooker 
Killer In Drag and Death Of A Transvestite- 
Towards the end of his life he battled again 
both creditors and 
alcoholism before dyr-' 
at the age of 54 in IS 
j u it two years befort 
Plan 9 was rediscovei 
Thanks to the 
overwhelming succe! 
of Plan 9, this movie 
maverick's films live 
and as a testament to 
the director's talent 
far tack he even has a 
fan club ■ The Edward 
D Wood Jr Film 
Appreciation Society 
(try fitting that onto 
an average 
envelope) - which 
can be contacted ■-' 
226S Westwood 
Boulevard, Suit 
8150, Los Angel 

California 9DG5 
U.S. Of A. 
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Win a GAME GEAR 



i 



i 



The Sega Game Gear is the latest hand-held sensation 
to come out of Japan, and you could be one of the first 
in your neighbourhood to get your hands on it as we're 
giving one away! We'll bung in a free game too! So... 

Call 0898 299225 
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Win a SUPER Pocket a Pool Table! 
FAMICOM! 









The Nintendo Super Famicom is 

probably the most eagerly awaited 

new console to hit the streets ever! 

We've got our hands on one, and as 

much as we'd like to keep it ourselves 

we'll be giving it away along with a 

Commodore monitor and the brilliant 

game "Super MarioWorld"! So if you'd 

like this lot heading in your direction 

sometime soon, give the number 

below a call right away!! 

0898 299273 

Calls cost 34p (cheap rate) and 45p (at all 

other times) per minute including VAT. 
Populuxe, PO Box 2065 n London, W12 9JH 



\\ you tancy being the 

ace pool player on your 

block, what better way to do 

it than by winning this Thurston league Pool Table? We'll 

deliver it to you, and it comes with everything you'll need'" 

Phone 0898 299287 



Win an AMIGA System! 

Who could say 

no to winning an 

Amiga 500 with 

a colour monitor, 

a colour printer 

and 12 fantastic 

free game?] 

Nobody. 

i So what are you 

waiting for?!! 

Call 0898 299238 Now! 

For details of winners please send a SAE marked "Winners List" 

to the address shown. If you do not pay the bill please ask permission 

before you call as the average length of call is 5,5 minutes. 
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ONE ON ONE 



He's built a futuristic sports arena and taken you on a Journey through time - 

he's even created Gods with his own hands! But just who is this Welsh wizard 

whose graphic creations have adorned some of the Bitmap Brothers' finest 

moments? Ciaran Brennan finds out as he goes One on One with... 



MARK 



STEVE KELLY. ERIC MATTHEWS 
and Mike Montgomery may be the 
driving force behind the 
burgeoning conglomerate thai gOCi by 

the name of the Bitmap Brothers, but 
these days there arc far more people 
involved in any 'Bros' e^aine ihdn |UhL the 
basic threesome. 

One of the boys' most conii stent 
collaborator, lia^ been Welshman Mark 
Coleman, a 35 -year-old graph it: designer 
and illustrator based in Cardiff. 

In the pant Coleman hai been 
responsible for the look of such games as 
the original Spaiball. Xww il and Corf's 
while he is Currently involved with Ma$k 
Pockets [he also did "a little bit of work' 
on Image Works' httrpbsit, but stresses 
that thin was only the control console). 

Coleman has a I way? been interested in 
art. A childhood fascination with 
drawing remained with him through his school 
years and eventually led him to Newport Art 
College (we'd hate to say that Mark is getting 
on a hit, but he started college in the year that 
Sunderland beat Leeds in the F.A. Cup final - 
ask your dad!). 

Following college, the prince of die palette 
turned a little 'right on and joined a 
conservation society called the Glamorgan 
Heritage Coast. From there, he moved into 
print and TV advertising wort for a Wales- 
based agency where he stayed for five years 
before ■setting up his. own business, Mark 
( >i Ionian Graphics, 

All Coleman creations currently spring to life 
from a 1040 ST running a "heavily customised" 

version of foegas Ehfe (which Mike Montgomery 
has tweaked to make it more user-friendly, 
including sue i 




before I heard of the ftitmap Brothers in fac;t. 
The first computer I ever owned was an Atari 
400. - you probably don't even remember that 
one: that's going right back to the late '70s It 
wasn't long before 1 started mucking about with 

art packages on that machine, and theil 1 got 
better and better machines as they came along 

*My eventual break into computer games 
didn't tome as too much of a shock, because it 
was something that I'd been doing as a hobby 
In my spare time. I've always written little 

games myself and designed the Sprites and 

backgrounds. 

"Also, I was a keen game player at the time - 
I'm not any more by the way - the time I do get 
to spend on my computer is mostly taken up hv.- 
wotk - but 1 generally find that since I've 
started writing games seriously I've gone off 



innovations as 
animation and 
sprite rotation). 

He also has an 

Amiga with DPamt 
Ul, but has yet to 

find time to "sit 
down with the 
manual" and get 
accustomed to the 

software. 
Were yon at all 
involved with 
computers 
before you 

teamed up with 
the Bitmap 
Brothers? 

■Td been 
interested in 
computers and 
computer games 
for quite a long 
time ■ since long 




THIS IMPRESSIVE Indian was one of Mark's first 16-bit creation 
copied from a photgraph in 1986. 



LEMAN 



playing them. 1 think the last game 1 
bought was.- (L-Tyjtc' Anyway, when I 

was playing games 1 saw a lot of stuff 

and basically I thought that there was 

nothing around that 1 couldn't do .. and 

couldn't do better*" 

So how did it change trom being a 

hobby to a career? 

"A friend drew my attention to an ad in 

a magazine - and it turned out tu be the 

Bitmap Ifruthen. looking for a graphic 
designer I'd just bought their first 
gante, Xntun, and thought that it was 
pretty good, so I sent them some disks 
and a couple of weeks later I got the 
'phone call...'' 
What's it litre working with the 

Bitmaps? 

The good thing about working with 
km. is that lie leaves me nlmusl entirely 
to my own devices, The game 'spec' 
that I'm sent is very vague: I don't think that 
they suggested any of the creatures in Cods for 
instance - they just said 'we need four walkers 
and four flyers on each level what can you 

come up with?' 1 came up with j whole 

menagerie of creatures and they sat down and 

decided 'that's a good one for level one, that's a 

good one for level two' and so on. It's a very 

easy working aTTangement." 

So there arc no problems at all? 

There are 

always things 

that I want to 

do m games 

that, foT one 
reason or 
another, 1 end 
up not being 
able to do. For 
instance, the 

big end-of-levcl 

guardian 
dragon in Cods 
- that would 
have been nice 

il he'd been 
twice the size 
and fully 
animated, 
rather than jrrst 
the size he is 
with his tail 
I lit king around. 
"Actually... in 
every game 
there are things 
that you want 
to do and end 
up nttt bemg 

able to because of memory and programming 
restrictions. If 1 did have a problem it was trie 
tailing me up because I kept missing 

deadlines " 




SOME OF Mark 
Cole-man Graphics' 
bread and butter 
work: these examples 
are taken from a 
brochure produced 
for Caxton Property 
Services. 
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Do you get to choose which games, you 
work ui]? 

"More or less, After Xenon 

II I was very keen to do 
an eight-way scroller 
which is how I got 
involved in Cod*. 
The way it usually 
works is that ! get 
a detailed game 
spec: the 

storyline, 
graphics 

required, the 
levels and so on. 
After that it's a 
ease of starting to 
design a few of the 
graphici, 
then the 
programmer 
comes in to make them 
move and the game begins to evolve 
from there. The durante between my 
base and the Bitmaps' isn't too much 
of a problem either - every couple ol 
weeks 1 send stuff down by modem to 
London " 
Quilt- a few graphics artists like lo 

work on paper before placing; a 
pivel on screen - is that the Mark 
Coleman method? 
"No. 1 never do design work anywhere, 
except on screen. Occasionally, if I 
have to work out a difficult animation 
sequence I might ]ot that down on 
graph paper first to work out how 
many frames I'm going to need, hut 
t h<its about it" 

So where do the ideas come inini? 

Everything conies straight out of my head - 

no, actually that's not true, Xenon II was 
different When we started on that one, Eric 
spent a couple of weeks buying hooks on 
natural history, pre-history, sea life and all the 
rest of it, He sent me a big file of reference 
drawings of octopuses, dinosaurs and all that 
sort of thing to work from ■ but Cods came 
straight out of my head " 
You say that yon don't play games any 



POCKETS 




THIS BOXING MONKEY is one of the 

Bitmap Kid's level two adversaries. The 

sprite collection (below left} shows the 

kid with some of his transport, including 

his bike and pogo stick. 



THE CODING OF Magic Pockets, the 

Bitmap'*! first attempt at a 'cutesy' arcade 

romp, is in the capable hands of Sean 

Griffiths (litis is his firsl game for the 

Bros, although he has written many 

games in the past for a variety of 

companies "none of them worth 

mentioning"}. Although the staf of the 

show, (he Bitmap Kid (we kid you notl j 

is a smiling tyke decked out in [liveable 

streetwise (jear, Griffiths actually claims 

that the game is not in fact a 'culesy', 

describing all games of thai type as being "a bit girlie." Instead, he's happy lo call the result 

of his efforts a "streetwise cartoon-style game." Citing Rainbow Islands as his main 

influence ("I really love lhal game, it's got amazing depth"), Griffiths expands on the plot: 

"The Bitmap Kid has been 
gifted with bottomless pockets 
which contain ,9.11 softs of 
magical 'weathery' elements and 
effects. He also has a whole 
world in his pockets, which he 
enters through a black hole that 

he pulls from them and lays on 

the flnoF, The idea is that he's 
searching for his four favourite 
lays which have been stolen by 
the world's bad guys and 
spread over four levels: the 
cave, the jungle, the lake and 
the mountain top, 1 ' Magic 
Pockets has been in production 
since last June, but your wait 
should be nearly over as it's 
scheduled to appear lale next 
month (July). 





marks experimentation with animation has resulted in a 
variety of styles, including the faces pictured above (the 
animation is mostly in the sky} a^d the spaceship pictured top 
left which was included on the very disks which landed him 
the job with the Bitmaps. The ship was later tweaked and used 
as an end-of-level guardian in Xenon It. 



more, but do you check up on what your 
fellow graphic artists are up to? 
"Yes, sonic of the vector graphic stuff that 
people do is quite impressive - one of the first 
ones that impressed mc was the original 
Startflidtr. Also, some of Dan Malone's stull is 
good too - I liked what he did in SltedtaJJ 2 and 
Cadaver. There was another one too - Z-Qnt. 
That looked pretty good, but [ didn't think 
much of the way it played?" 

What about 
artisls outside the 

computer arena? 

"I'm trained as an 
illustrator, so I 
tend to look at the 
wo rk of other 
illustrators and I 
have a few 
favountes in that 
field. l~hc closest 
neighbour to 
computer art I 
suppose would be 
the fantasy - 
orientated work of 
people like 
Richard Corbin 
and Fra nk Frazetta . 

Cotbin did a lot of 

work for the old 
underground 

comics and has 
had a lot of sttilf 
published in Hravy 
A'trliTf magazine 
while Frazctta 



basically does posters and paperback covers, 
mr>sily in the States, but his most famous work 
is probably on the Connw TJtt Barbarian books." 

Despite the hu£:c stylistic differences in the 

Raines that you've done so far, there ate 
soil certain aspects of your graphic style 
which make each one stand out - the 
shading on blocks for example. Ss this a 
conscious effort on your part? 
,v Not really. That's, just the way that I draw... nn 
computer. If you saw any of my black and white 
drawings for example • even mundane stuff like 
a picture of the pub across the mad - you'd find 
that they all had a certain Style as well, What 
you see in the games is just the way my style 
has translated to computer. 
Tell me a III lie bil about Manic Pockets - 
were you particularly interested in trying 
your hand ai cute graphics? 
"1 would ultimately like Co try my hand at one 
of each type of game, but more than that. 
because of the nature of the Pockets' gameplay 
it called for something a little more light- 
hearted than, say. Cods And besides, Pockets 
is an eight-way scroller and I'd just finished 
Cods, which is also an eight-way scmller, so for 
that reason it bad to look really different to 
keep me interested, 

"I think that Pockets is reco^nisably mine in 
style - particularly the backgrounds, which 
aren't an awful lot different stylistically to what 
I've done on Xenon II and Cods, although I 
think the characters are different, One problem 
I did have for a little while was how to make 
the enemies nasty, but still cute. In the end all I 
did was draw them nasty and give them big 
eyes - it seems to have worked:' 
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FEATURE 



The announcement of Plan 9 From Outer Space - The Game is 
anything is open to the licensing treatment, Christina Erskine 
of licences and looks at some other lassies overlooked by the 



proof that almost 

explores the world 
software industry. 



D 





1CENSED GAMES - LOVE 'EM OR LOATHE 'EM, they're 
hen* to stay No matter where you bury your head. 
Ocean will Mill bring yon the next m line in the 
RobvCop series iari-d US Cold will come up with the latest 
CapCom coin-op. 

But licences aren't always. straightforward. In trie past 
they've ranged From the sublime [Indiana Jones And Th? Last 
Cmsade ■ The Adventure Game) 10 the ridiculous (Monty 
Pyiknn, Tire Famous Five... the list is almosr endless). Jack 
Charlton's Match Fishing really said It all. IF it mowed, it whs 
open to licensing - some tenuous link would he Found with [lie 
subject, a Few spare gameplay frames which rne programmers 
hart run up In an idle moment would be incorporated and hey 
presto, another big name game would hit the streets. 

Since you gamers seem to have become a touch cynical 
about the standard or^rnes that nave appeared behind the 
smokescreen of a licence of one Form or another, we at The 
One thought it might be more constructive to look at the 
licences that haven'i made it to computers - some of the big 
names which the software industry seems to have inexplicably 
missed. 

Take Arsenal and England's Tony Adams, for example: how 
can any publisher have passed up this golden 
opportunity to produce an entire 
trilogy oF games 
based around 
Football's most 
notorious 'donkey' 
and jailbird? Think 
about it - you could 
be^in wiih a high- 
speed car chase, 

follow I r with a 

Breakout clone and 

then finish with a 

football simulation 

(which, let s Face it, 

wouldn't have to be 

particularly good). 
Or il that sounds a 

liitle far fetched, what 

about the .Austrian 

Michel in man whose 

pectorals have swelled 

Ocean's bank balance, 

Arnle Schwarzenegger? Where is the computer game version 

oF Kindergarten Cop - Fun School j, with explicit violence 

perhaps? 

But it isn't always the publisher's lack of imagination that 
prevents computet adaptation of some sure-fire licence hopes 
Negotiations can be carried out through any of j number of 
channels: either with the producer Itself 
(movie siudio. book publisher. TV 
producer and so on) or through 
lis agent - and the bigger the 
name, the more restrictions 
■ will be on the way 
L tlte property is used. 
Sometimes the task of 
alerting software 
, houses to the licences 
'available falls to an 
lagency, such as 
[Copyright 
Promotions Limited, 
I (CPL), which has 
laround jo ticensable 
(characters on Irs 
[books, and has 
f handed out Judge 
' Dn:rid to Virgin 
' Mastertronlc, Spitting 
' Image to Domark, and 
Rogue Trooper to Krlsal Is. 
to name but a few. 
Currently on CPL's bookl 
and awaiting someone's signature 
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are the characters from DC. Thomson comics, such as The 
Beano, complete with Pennts The Menace and The Bash Street 
Kids, the ftnk Panther, and. The Mr Men - For which a licence 
to produce educational soFtware seems likely. 

CPL wants to sell the Beano and Dandy characters together 
to a single publisher who could then make a series ol games 
based on the various characters, The agency also believes 
that the Pink Panther would make ideal game material - 
appealing to a wide age group and with his popularity 
boosted by his appointment as 'spokesanimal' for the Save 
Ijondon Zoo campaign. 

CPL also acts Fot characters From the MOM film archives.; 
the most notable piece of computer games material here is 
probably King Kong, still awaiting that definitive licensing 
deal. OF Its roster oF available licences, some are more 
suitable than others. CPL's Melvyn Thomas assures us that My 
Little Pony, while tremendously popular In other areas, is 
unlikely to be coming to a computer near you in the 
Foreseeable future, 

Hut if these dries are still waiting to be snapped up, it's a 
sign that the days of indiscriminate licensing art; over. 
Publishers are much more aware of the youthfttlness of ihe 
market - particularly in the console arena - which is why 



NOT ONE BUT TWO all-action 
movies in familiar mode: Mel 
Gibson as unconventional cop In 
buddy-buddy partnership with Danny 
Glover. In the original. Mel is out for 
revenge after the baddies murder his 
wife; In the second, he's up against 
extreme right-wing South Africans 
and gets to seduce Patsy Remit into 

the bargain. Plenty of software 
houses were willing to take the gum 

on board - but the reasons for its 
non-appearance as any sort of game 

rema In something of a mystery. 

Games players who want to be Mel 

Gibson will have to hang on for 

Mlndscapes Mud Max title. 
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charac ters such as [he Turtle*, 
Huxley Pis, or indewi Paul 
Gascoigne get their own games 
while nostalgia items which 
might computerlM well bm 
would only appeal to the 
comparatively wrinkly, don't. 

Take forexamph:... 

A nightmare on f/m Street, 
Cue US Cold. Tills was a.n 'on 
off project for some time, but 
now the licence is up for grabs 
ajain.. According to USC 
spokesperson Danielle Wnodyait, the ase 
group able 10 see the film (without walking 
into the. cinema on stilts, sporting False facial 
hair, etc) didn't match the age sroup the game 
was intended fur. 

This didn't stop Ocean doing Piaioott. but it 
goes some way to explaining why other 
Vietnam movies probably won't make it to the 
computer stTEwn: hence no Russian roulette 
end-level sequences in the 16-bu Deer Hunter 
and no sampled Doors music: to accompany 



SINCE KEVIN COSTMEKcan currently seem to do no 
wrung at the bos office, asnd since Robin Hood, 
remains a perennially popular subject for computer 
games [Defender of Tht> Crown, Sierra's forthcoming 
Longbow and, of course. Millennium's Robin Hood), 

i here was a considerable amount of Interest in 

translating this forthcoming (90 million picture - not 

least from US tjold. "We're in negotiation with a couple 

nf companies." says Warner Eros" licensing arm. Late 

arrival from the US of approved artwork is cited as one 

reason wtty Cottnet isn't yet signed up, although a 

console ■deal in the ITS has been finalised. 



Apocalypse Now - The Game. 

And althou-gh Clint Eastwood 
is shortly due to make his 
computer debut as Dirty 
Harry, publishers are unlikely. 
to dig back Into the archives 
to digitise Clint In his 
Spaghetti We-stern days as The 
Han With Mo Name {The 
Good. The Bad And The Ugly, 
A Fistful OF Hollars. For A Few 
Dollars Mt/re and so on). And 
anyhow, "cowboy movii^ 
don't always do well," says Ocean's software 
director Gary Bracey, 

Which leads us nicely onto Young Guns. This 
last comment seems a little unfair on Ocean's. 
own Billy The Kid (which should appear any 
month nrSw), especially since Ocean actively 
sought a tie-in with the hit brat-pack Movie 
YowTf Gtms (based, loosely, on the legend of 
William Bonnie) as a licence for the game. 
"We decided the ganw was strong enough to 
stand up on Its own." explains Bratey. "And 



JULY 1991 THE ONE 



35 





other companies didn't seem coo fussed about filing the 
licence," 
Obviously, picking movies which match the expectations of 

computer games players is a fine art Bo* office- success and a 

barrel -load of Oscars in no [tinier to an appropriate 
endorsement - after all how would you like to program the 
car chase scenes in DrtWnf Miss Daisy, struggle through [In- 
strategic levels in The Last Emperor, or rescue the child from 
the evil other parent scenario in Kilmer vs Kramer? The trick 
must he to hit upon a film with a name and -style to appeal to 
the games player - Plait 9 From Outer Space, anyone? 

Movies have long been popular for licensing purposes. 
Television has Tared less well, since the heady days of 
awaiting Hoesen's EasiEtiders with baled breath. Domark 
continues to parade its TV Games series iBtth'x Full House, 

ihe Krypton Factor. Fvery 
Second Counts, Blockbusters, 
etc) but says firmly that it's 
not thinking of any more 
forays in this area. 

The great computer soap 
tradition continues however, 
with Zeppelin working on its 
Neighbours licence (is this 
why Kylie and Jason have 
never popped up elsewhere 
<m die micro?). Dallas made 
an aippearance in its heyday 
in the shape of Dallas Quest 
from Datasoft. But there seem 
to be some opportunities- going begging here: admittedly 
Coronation Street might be difficult to translate effectively on 
to the computer, but what about that great and orten 
rorgotten Australian soap, Tfie Flying Doctors? Plenty of 
action, on TV at just the right time for a young male audience 
{immediately after Grandstand's Final Score) and half way to 
being a flight simulation already. 

And now that Krisahs has successfully put Hill Street Blues 
on the computer, we can expect the fl< ungates to be opened 
as far as cop shows are concerned. Will Bergerm- come 
complete with a tourist map of Jersey in the packaging? Will 
Harvey make a token appearance in fe$ney jndiflres' 7 Could 
Ocean spruce up Miami Vice now that we have Sib and 
Amigas wliose graphics can do more josilce to Don Johnson's 
fashion statements? 

Then there's the interminable Twin Ppafc* saga. LOra the TV 
show, this is now in its third series, even though we all know 
whodunnit. The bad news for Peakies is that the game is 
currently being developed for Nintendo consoles only. 

Another field which has long been ripe for the licensing 
deal is sporiing personalities. The only problem from the 
publisher's point of view with, these is that injury or loss of 
form can send a character packing into obscurity before you 
can say 'damaged knee ligaments'. While Gazza's reputation is 

probably secure whether he 

plays again in the next 
millennium or not, I doubt 
uhether any publisher who 
bad even contemplated signing 
up Maradona would now admit 
the fact. And as for Kenny 
Dalglish Soccer Manager, it 
could be time for a name 
change 10 accommodate 
Graeme Snuness (so long as 
buyers don't confuse this with 
the well known drinking 
phrase, 'a quick Soilness', 
which in pub parlance means 
'one half, [lien I'm off). 

Again, it isn't out and out 
success that determines 
whether a sporting licence will 
cut it with games players, The 
flamboyant and charismatic 
head the queue. Thus Gaiia is 
streets ahead of Bryan Robson 





V 



BETTY BOO (above) is 
providing a backing 
track for the Bitmap 
Brothers' next game - but 
are we about 10 see her 
featured In a game 
herself:' 

WHILE DESPERATELY 

seeking computer stardom 

are a host of Beano and 

ifmidy characters, 

including Desperate Dan 

(above, left). 

IRON MAIDEN'S Bruce 
Dickinson (below) was that 
close to computer stardom 
himself, until the deal with 

US Gold feel through. 




("We looked into the possibility of a Bryan Robson same and 
decided he was too boring," says one publisher who should 
perhaps remain nameless), and as in real life, John Barnes 
(signed (ft Krisalis) just rtudges out Chris Waddle (nu such 
endorsement), Ian fiotham and Graham Goocli, rather than 
Graeme Hick and Geoffrey Boycott. Daley Thompson, not 
Steve tram, nor (heaven preserve us) Sebastian Cue. 

While one mi^bt argue that Daley's discipline makes more 
suitable computer material (would yau pay L>5 for a 1.500 
metres simulator?), it doesn't seem to he essential for the 
character to be restricted to their own sport: we've had Gary 
Lmekei" doing circuit training, and Emiyti Hughes and his 

arcarie trivia quiiies. 

The theory ahout the flamboyant and charismatic falls flat 
on its face, of course, when you consider snooker games. CDS 
has sold stacks and stacks of Sfeve Davis Snooker, Jimmy 
White has appeared nowhere, while Alex Wiggins made only a 
brief appearance courtesy of Artisoft. 

The world of football licences seems logo from strength to 
strength ■ two successive World Cups have seen a flurry of 
activity In the computer games market, boili Elite and 
Denmark have goi tie-ins with nest year's European 
Championships, and there should be a new FA Cup-based 
game on its way in the noi too distant future, So it's curious, 
to say the least, that no publisher has considered the 
commercial possibi lilies of the Zenith Data Systems Cup. Or 
the Leyland Da' Trophy. 

Si ill. if sports stars enjoy only an ephemeral fame, that of 
pop musicians is even more fleeting. Surprisingly little has 
appeared on the computer in this area: US Gold' s 
Moonmlker and Ocean's Fraitkiv Com To HoUywoad are 
about the only two that spring to mind. Rut then, pop stars 
might drive around hi fast cars, but they don't, as a rule, 
explore underground caverns, hold shoot outs with 
despicable laser-gun toting baddies, fly jet fighters, travel to 
distant galaxies, or even polish up their soccer skills, instead, 
if the Amiga-generated snippets on ITV's Chart Snow are to be 
believed, they collect teddy bears and play Tetris - hardly ihe 
stuff of a good shoot 'em up. 

But then, there's always iron Maiden. US Gold got as far as 
a storyboard and some pre-publieity on this one (most of 
which surrounded the group's mascot, Eddie), hut the game 
foundered after the publisher and the group's agent failed to 
ajjr-ee on ihe overall design. Betty Boo has been lending her 
services to the Bitmap Brothers, whose publishing company- 
Renegade is jointly owned by Boo's record company. Rhythm 
Kins- The single Doin' The 9<> will he the backing track for 
the Bitmaps'' next game. Magic Pockets, while Hhythm King 
has talked in vague terms about a Betty Boo game (Betty 
herself is apparently a console fan). But the project is 
currently at no more than the 'nice idea' stage. 

In this article, we've hardly touched on books, although 
Stephen King, so eminently filmable, has yei ic prove 
similarly computerable, and for role-playing freaks there's 

always Sieve Jackson's Fitting 
Fantasy series or Terry 
Prafchett's QiscWorld 
adventures, The recently 
televised adaptation of C-S- 
lewis's classic Namia 'tales 
would seem to provide ideal 
subject matter as well, 

And we shouldn't finish 
Without considering what 
could well be the biggest 
licence of them all: a scenario 
in which life appeared to 
Imitate art wiih a chilling 
vengeance as television 
pictures which looked as 
though they were lifted 
straight from a computer 
screen were shown night after 
night. 

This is of course the Gulf 
War. Hut who owns the rights - 

Sir Storm in' Norman? 
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Have a good scratch and become part 
of the great £10,000 give away in the 
only ONE for AMIGA Games! 

Next month's The ONE for AMIGA 
Games could give you the passport to 
AMIGA Heaven. 

Featuring a first prize of £5*000 worth 
in the very best and latest in game 
software. A further £5,000 of free 
games plus discounted software is 
available to runners up. 

All you have to do is pick up a copy of 
next month's The ONE for AMIGA 
Games and follow the instructions on 
your free scratch card. 

Feeling the itch already? 

Make sure you reserve your copy of 
The ONE for AMIGA Games from 
your newsagents now T J 

/~UMMW 




WORK IN 
PROGRESS 



PROJECT 

Indiana Jones Ana The 
Fate of Atlantis - The 
Action Game 

PUBLISHER 
US Gold 

AUTHOR 

PMC/ATD: 
Jon Dean 
(Design) 
i Chris Gibbs 

I [Design. Graphics) 
Fred Gill 
(Design) 
Jon Steele 
(Code) 



INITIATED 
July 1990 

RELEASE 
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PROJECT 

Indiana Jones And The 

Fate of Atlantis ■ The 

Adventure 

PUBLISHER 

Lucasfilm 

AUTHOR 

Lucasfilnn Games: 

Hal Bafwood 

(Head of Programming) 

Noah Fal stein 
(Head of Design) 
...and a team of 10 

INITIATED 

May 1990 

RELEASE 
November 1 991 



"Fate Of 

Atlantis is the 

largest and 

most complex 

game ever 

published by 

Lucasfilm 

Games." 

A Lucasfilm 
spokesperson 



Indiana Jones' latest exploits are to receive the now-customary 'double-game 
treatment. In this, the first of a two-part investigation, Rile Haynes meets up 
with Lucasfilm to discuss the animated adventure, but first Gordon Houghton 
pays a little Attention To Detail and dives straight into the action.,, 



INDY GOES I 



AFTER HIS GRUELLING QUESTS for the 
LosS Ark and the Holy Grail, you'd think thai 
stud inns Professor Jmwi would hai? had 
enough of high-jiflks .and danger. But Hark 
Horse Ccunics, Lucisfilm. Games and US Gold 
have other ideas for the character mide famous 
ty .Harrison Ford, Steven Spielberg jnd 
George boat. 

ICs the early summer of 1M9 add the cicuds 
of war arc gathering over Europe. Indy is 
minding his own business in (he lecture halls 
of Bamett College when a mysterious stranger 
show* up with an intriguing Key, The key has a 
design on it that seems So match an ancient 
statue in the College arch ive. 

Sure enough, upon investigation it's discov- 
ered that the key unlocks the mysterious statue, revealing a 
s-ti.inVj copper-colouted bead made of a substance called 
orichalcum, This mysterious metal behaves like uranium, but 
without producing She same radioactivity - and apparently 
Atlanta is full of it. 

Put before Indy can even take in the enormity nf this find, 
the stranger pulls a gun nn him and makes off with it. In his 




effort to escape, the villain leaves his coal and 
a clue. From the ID in the jacket, Indy discov- 
ers that his assailant is none other than KIju- 
Kemer, a top Nazi agent. Onte again Indy 
finds himself pitted against the Third Reich, 
Soon, he is led to his old friend Sophia 
Hapgood who used to be his research assls- 
tant/piil is now Madame Sophia, a channel for 
[he spirits of Atlantis - and a pretiy, tough and 
fiery companion for Indy, 

It appears that the Nazis are interested in 
Atlantis because of a legend about orichalcum. 
I heir motive is obvious they want to use the 
substance to make atomic bombs. So the duo 
setoff to find Atlantis and, in She process, stop 
■1 the Nazis from dominating the world. In true 
Lndy fashion, our hero defies death and thwarts danger using 
onlv his wit and his whip, 

And you r of course, lake on the role of the all-action archae- 
ologist' Fat? Of AHasiis will be the first original Indiana 
Jones computer adventurt, which will hopefully give the 
designers more scope to expand and explore the characters in 
the slory than any of his previous digital outings. 



WHIP IN HAND and hat 
on head, Indy's bock 
It's his fourth oufing to 
date, and the first truly 'original' 
Indy computer game, as Fate Of 
Atlantis isn't (and may never be) 
a film. However, this saga has 
already inspired Dark Horse 
Comics ond will make its debut 
appearance in comic book form. 
To get Into the plot, check out 
the panel above - howrjver, with- 
out giving the game oway too 
much, at one stage Indy flfrta his 
beautiful sidekick find themselves 
in Monle Carlo, where fhey hope 
to Find the missing link to the 
location of the sunken cify. The 
head oF the local cosino is a col 
lector of Aflontean artefacts, and 
is prepared to Sill them to any- 
one with enough cosh. As the 
aclion game stands today, this is 
where you join in. 

It might not stay lhat way 
though, since co-designer and 
graphics artist Chris Gibbs is 
finding the casino section: "...a 
little too easy. There's not an 

MD OPTED FOR CART0OM-OTIE 
presentalion, but has been inrftful 
to maintain the realism of Indy and 
the other iharnrtErs. Lucaifilm is 
meticulous whin it comes to lb* oh* 
terpen appearance of its tiercel, and 
net everything MD (rentes if 
immediately approved. This applies 
pcross the 
hoard: 
PMC's 
original 
suggestion 
tor the 
game title 
was Hunt 
Far 
Atfantis- 




THt CREATION OF 
THIS new Indy attlan 

game began with 

Chris Gibbs' 

Illustrations, whi:h 

term the basis for — **$*** 

the background 

graphics, panel 

display and 
characters. Thar* 
are five different 
levels in all, each 

with a distinctive 
graphical stylni 
casino,, naval bo 
submarine, 
Mediterranean 

islands and All 
itsalf. 
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awful lot to do at the moment, so 
we might swap it with the- current 
second stage- - a naval base. This 
has far more action and visual 
impact: spotlights, wire cutters, a 
fence surround, sentries and 
alarms. We'll have to see." 

The game's parent is lucasfilm, 
who provided the stcxyboard, 
and Project Management 
Consultancy (PMC), who gener- 
ated most of the game design. 
However, the actual code, 
graphics and game-testing is the 
burden, of PMC's own software 
feam, Attention To Detail [ATDJ. 

ATD's diskography is brief but 
impressive: readers of The One 
will remember the team a& pro- 
grammers of Night Shift (also in 
collaboration with Lucasfilm). 
However, in a former life, they 
also converted Super Sprint to 
the5T 

Indy IV was under way before 
Night Shift was even finished - 



the success of thof product only 
encouraged Lucasfilm to use ihe 
same tec m again For the action 
game, as Gibbs observes: 
"We've always been en good 
terms with Lucasfilm, ond Night 
Shift did well enough to further 
that relotionship." 

The most unusual feature or the 
latest advenlvre is the ability to 
control two characters, lndy and 
Sophia. Chris sees this as one of 
the most compelling factors: 
"While you're controlling one, 
the other either runs around live 
level under his or her own steam, 
or stays in one spot. You can 
switch between the two of any 
time - part of the skill of ploying 
the game will be your ability fo 
use both characters effectively." 

Neither hero nor heroine can 
ever be killed: *Ons of the 
unique fhings in the lndy films is 
lhat ihe major characters never 
die." However, they can be 
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THE ACTION IS 
SUPPOSED to he 
described as 
Indy's journal,. 
-JEilbEZ it on 
interactive one), 
so ATDis 
designing a 
strecn which 
incorporates 
faded and tarn 
diary pages, This 
skclih shows the 

original design, 
with its 

isometric 

viewpoint 
qllowiny you to 
see between 
floors. 



wounded to the point where they 
are easily captur&rj. if your 
health level falls below 1 per 
cent, you're taken away by the 
Nazis to a prison location, 
laughed at and generally treated 
In a shameless Fashion. The other 
character is lefi to act alone, so 
if i a pretty good Idea to launch 
□ rescue attempt as soon as pos- 
sible, if both character j lose their 
energy, the game is over: '"It's a 
bit like having a ha If- life." 

Thg main, advantage of having 
two controllable heroes rather 
than just one is more obvious: 
two can cover the game area 
more effectively. They do have 
slightly different abilities, but not 
to the extent that one con solve a 
puzzle which leaves the other 
one stumped. The real differ- 
ences are superficial: Inch/ has a 
whip, ct gun and his fists, while 
u. Sophia has a knife and a liking 
; for vicious kicks. 

The visual presentation is some- 
thing never seen before in an 
indy action game - a 3D cine-' 
miotic approach. Chris Gibbs 
explains why: "It might sound 
like a cliche, but we wanted to 
do something different, to get 
oway from the bland hprizontal- 
lyscroiling. arcade-style game, It 

Jves it O more realistic 'big- 

reen' feel in 30." 

f he biggest problem scj far has 
baen tailoring this system ta 
incorporate AID'S novel 'cam- 
era' views: using these you can 
look ot the world from any one 
of four different angles, some of 
which may reveal hidden objects 
or dangers. "The hardest part 
was achieving it without compro 
raising the graphic;;, t ncc ihf: 
background no J a tot of detail," 
explains GbbsV v 

Most of the level desigr 




AS YET, THE C HAMMER INI EH ACTION hasn't been fine-tuned, but once Si 
■as, Indy and Sophia will ha free ta explore their world ai they wish. 
Jome characters Isu<h at Nail guards) are best left alone, but you can 
barter, fight, or gamble with others, Chris Gibbs elaborates: "It is an 
aitian game, so there aren't any very complicated aspects, suth as 
detailed ton versnt ions." In the first level, the kind of (haraclers you'll 
encounter include croupiers of the roulette table, guests in tuxedos aad 
boll gowns (not at the same time) and the ubiquitous Nazis. II you get 
into a fist fig hi with one of these, you (tin always sunt man help from your 
partner to evon the odds ■ unfortunately the Haiis can do likewise. A 
bonus for winning fights ts ihof soma < haraclers drop objects as they fall. 



now complete, but the game is 
stil far from finished: "You can 
solve the technical problems 
because they/ re just black-and- 
white, but tweaking ihe game- 
ploy Is a lot tougher." 

Many of the details haven't 
been finally approved": the inci- 
dental characters are just sketch' 
es, the music and sound effects 
are being fine-tuned, and the 
Olher ievels remain incomplete. 
Things are moving at a Fair pace 
ihough, so this situation should 
have changed considerably 
when we revisit ATD next issue. 





INOY IS A VERSATILE 

HERO, with 40-50 

animation frames to his 

t red it so far. As welj as 

toddling around in his 

leather jaiket "he can 

jump, Crack his whip, 

fir* a gun, and punih. 

Chris Gibbs elaborates: 

"There's a fair amount 

of animation, because 

he has to perform a 

variety of actions. The 

other characters have 

I he some level of animation detail as the lady character, but their 

movements are more limited. So, for example, a soldier might not he 

able to climb up a ladder, but the number -of frames vsed for running it 

Ihe Same." <s<r 

USING THE FUNCTION 
KEYS, yov can switch 
between four viewing 
angles at any time, 
fhii can be vital tf 
you're looking for 
objects, as Chris Gibbs 

observes: "if you're 

fooking in the wrong 

direction, you might 

Miss an object hidden 
behind Something in 
the room," To help the 
less adventurous, ATD 
may Include a pra- 
gome option which 
changes the viewpoint 

aulamnli tally to the 

most favourable 
a ngle. 
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■ iNDY GOES FORTH 

Rile Haynes visits Lucasfilm and asks... 



PART TWO 
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click' method of operation: sim- 
ply point somewhere or* the 
screen and your character will 
get there, walking around tables 
end up the stain. In ether words, 
Lucasfilm Games has tried to 
make the player focus on the 
ilory and puzzles, not on how 
they should walk or what they 
have to type. 

Another step in ihe right direc- 
tion came with the previous Indy 
adventure game, when Lucasfilm 
performed its first experiments 
with dialogue. "You could have 
dialogues with other characters 
without having lo type anything 
in, and that worked really well," 
Gilbert professes. 

So where will this genre of 
game go next? According to 



THINGS HAVE COME A 
LONG WAY since Maniac 
Mansion, the First pure 
adventure title from Lucasfilm 
Games. In order to produce such 
complex pieces of interactive 
entertainment as Indiana Jones 
And The Last Ousade and The 
Secret Of Monkey Island, the in- 
house programmers first devel- 
oped on odvenlure creation lan- 
guage called SCUMM (Script 
Creation Utility far Maniac 
Mansion). 

"A SCUMM script is built up oF 
many little programs that all run 
simultaneously," says Ron Gilbert 
of Lucasfilm Games. In addition,. 
there are specialised commands 
for dealing with objects, invento- 
ry and walking people around. 

Instead or ■_ 
using the 

parsers 
employed by 
standard graph- 
ic adventure 
titles, the 

designers at 
L u c a s f i I m 
Games don't 
want players 
wasting their 
time guessing 
which words 
they have to 
type, so all the 

Saved I afona THlHi Mt TW0 **•" S<M>[I 0mS m rh * gpm *' lnd * 

,i U 11 H nn ^ Soph' " P' ui 1wa "">}«"■ if iH nins, Klaus Kerner 

the bottom ot nnd „ Noli olom i, „j Ml t lt Dr uh«rnMinn. 
the screen. Additionally, there are at least two dexen supporting 
Another funda- character! (including Den halm Elliot's <hara<t*r, 
mental feature is Morcm Brady), some who'll appear for a moment or 
the 'point and ,wa "nd som* who'll con tin uouitv pap up. 




HAL TO THE CHIEF 



W YOU CANT WAIT TO* £ JTH ER of the fate Of Athntn games, you could nod o new series of comic books based 
around the some storyline. Don't expect to get any useful ganwplcrying tips, though . 

Published by Dark Horse Comic*, the first of four issues has just com* out and is available from forbidden Planet 
in New Oxford Street, londorL "It recasts the story without giving, owoy any secret that wit! interfere with the 
gamepksy,* remarks Febtein, 

I Borwood, Uader of the Indsono Jones And The Fate Of Allontb project, worked very closely with the comic 
l people h> moke sure that they kept op to the some level of sto ryteflwg. 

I has actoofy arrived in the gome* division from the nicrvw skkt of thmc^ 
s, he co-wrote six films] . After becoming an avid gamepkiyer, he learnt how to program his Apple It in 6502 
r language (take it from us, that's true dedi ca tion). With o visionary mind and thorough understanding of 

I units, 
is a good M e n d 
two disciplines 
to creole o classic 

" Hat <s a wonderfully 
creative person. " says 
robtein. Thanks to hfs 
scr een w r iting experience, 
he's done great dialogue 
in f oto Of Asanas cmd he 
knows just how to 
D mfh ub e bW fcwj ieBi 
level and bu4d it up In the 




garni-. 
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designer Noah Falstein, players 
can lock forward to intuitive 'self- 
tuning' gameplay in Fate Of 
Atlantis. The game will adapt to 
your preferred style of play. 
Early on in the odvenlure, you're 
presented with a puzzle where 
you can either talk your way past 
the guard, fight him or go 
through a maze to get around 
him, And, depending on which 
you choose. Fate OF Atlantis 
steers you into a path that 
emphasises dialogue and co- 
operation, action and fighting or 





"I'M 
CONVINCE? 
THEY HAP 

MA5TEREP 
ANTi- 

OKAVtTYi 



puzzle and maze solving. 

"We've got three different 
paths built into the gome," stales 
Fglstein, "If you're very good at 
one of those, Fate Of Albntis will 
be fairly easy for you. But it may 
be a little more challenging lo Iry 
it one of the other woys,. You 
could play it through three differ- 
ent times and get three different 
gomes out of it. You'll go to the 
same places, but in different 
orders and different things will 
hopper in the same locations," 
"Having multiple pathways adds 
significant 'replayabilify' to Fate 
Or Atlantis," adds another 
Lucasfilm spokesperson. 
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CRACKING SOUND 

LUCA5FILM HAS DEVELOPED a new 
sound system thai adopts to the 
circumstances erf the game and handles 
sound effects and music far more 
interactively than before, In this system, 
which will be used for all of the 
company's Forthcoming gomes, Hew 
audio sequences are invoked os the 
mood and situation of the action 
changes. Other than that, the sound 
people are sticking to the basic Indiana 
Jones style of music for Fate Of Atlantis. 
They may not have John Williams 
writing a new score for the game, but 



they ore doing some transpositions in his 
style of musk along with some of the 
action music from the previous movies. 





FATE OF ATLANTIS FEATURES over 
200 roams with mare than 1 00 

pieces of original art. Graphic 

designers at Lucuslilm Games, used 
the IBM PC version of Electronic 
Arts' Deluxe Paint la create the 
detailed 2 56 -co I our VGA artwork, 
Artists also used video 
'ralDEiaping' ro make character 

appearance and movements more 

realistic. This is a sophisticated 
process where the actions of real 

people are Filmed then fed into a 

computer and manipulated by n 
graphics package to create life- 
like animation. "There's a visual 
r ii tin c 5 1 that wasn't present in 
previous gam*!," claims Noah 
Falslein. 





SOME OF THE NEW DISCOVERIES to he made in Fate Of Atlantis are in the 
action interfaces, where Lucaslilm has added vertical scrolling to its games 
lar the first time. At one stage you'll find yourseM crossing North Africa tn 
a hoi air balloon, going up and down to find different oir currents. There 

are constant wind changes arid you drift into different directions and 

altitudes ■ all of this to find the ieirel Naii dig-itte and land the balloon 
near it. 



ACCORDING TQ LUCAS FILM GAMES, Atlantis is a city laid out in three 
concentric circles, separated by wide canals and located on a lost 
continent fnr out in the Atlantic Ocean, The technology of Atlantis is 
stone and bronie powered by the magical orichalcum* There's an 
Allantean robot at the entrance ta the underwater metropolis that you 
actually have to figure OUt how to put together. You move pieces around 

and put them in different locations. Once the puules are in place, Ihe 

robot is powered up and opens the door tor you. 

HERE, UNSURPRISINGLY, you're controlling a submarine, a Nazi ship 
that's been stolen by Indy and Sophia. Tau start out inside the craft, 
wandering around 

learning haw to use 

11: as you find the 
different tontrols, 
they're shown on 
the interface 
display, learn la 
sail properly and 

it's next stop 
AtlaMi*. 



Look at periscope 

Use Look at 





YOUR G10BETR0TTING TRAVELS take Indy and Sophia to North AfrUa, 
Monte Carlo and Iceland. There haw* bOr>ri a lot at design challenges that 

have been fairly diflicult to overcome, but at least the designers had some 
fun at the programmers' expense! 



Will Indy survive the gruelling development schedule, 
stop the nazis and get the girl? Don't miss next 
month's exciting episode where ail will be revealed... 
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WORK IN 
PROGRESS 



Unlikely as it may seem, Bullfrog's 'god simulator' outsold everything 
else that's ever graced a 16-bit computer - and now ifs coming back 
for more. Ciardn Brennon was tfie first to the development team's 
Guildford offices to see the sequel up and running. 



IT'S A GOD'S LIFE 



PROJECT 

Populous 2 

PUBLISHER 
Electronic Arts 

AUTHOR 

Bullfrog: 
Peter Molyneux 
(Design, Coding) 
Glenn Cor pes 
(Coding) 
Gary Carr 
(Graphics) 
Paul McLoughlin 
(Graphics) 

INITIATED 
March 1 991 

RELEASE 
November 



PETER MDLYNEUX [LEFT! WITH 

PAR? NER LES EDGAR (the quid 

Alt*). Mr Molyneux is well 

impressed with 1h» speed oi his 

new babyt "If rum at 1 7 frames 

per second, whi-ch is as fast as 

your average ihool 'em up - Ihut 

means that a game that would 

have taken 30 minutes in fKe 

original would now take 

something like 20 scionds! We'll 

have lo slow it down." 



1 




■ DON'T THINK THAT even 
they con believe it. When 
Bullfrog first Invited us all to 
go forth and multiply, Peter 
Malyneux, (he company's driving 
forte, knew thot his team was 
onto a good thing, but he could 
hardly Rove predicted that two 
years later the game would have 
gone on to seir more lhan three 
quarters of a million copies! 

Molyneux. must hove hod some 
confidence in the project though, 
become he'd already begun lo 
design this sequel before the 
original had finished playtesting! 
"Well, it probably shows lhat I'm 
either enthusiastic or very boring, 
but as soon as we'd finished 
Populous, I wanted to ploy 
Populous 2," he says, 

So this game has effectively 
been developing for more lhan 
two years, although actual key- 
board work only began in 
March. So will what we eventual- 
ly see be just a tweaking of (he 
original game and code? 
Molyneux thinks not: "You can't 
call anything a sequel unless it's 
totally rewritten," he exclaims, 
"because otherwise it's really just 
o data disk ■ and we've already 




NOTE THE 'CLIMACTIC GRADIENT' of the land and the empty island on the 
right-hand tide - this will eventually house the information shield (the 
icons thot you recognise from the original won't woke It to the finished 
version]. "I think the way we are going to design Populous 2 ii that 
there is only going io bo one terrain and then we'll release data disks. 
Maybe we'll release a data disk based on the Celtic gods and another 
one based on Japanese gods." 



done enough of those." 

But in order to start moking the 
necessary changes, Molyneux 
and his team first had to get a 
version of Ihe original game up 
ond running using the new sys- 
tem. This stage is now more or 



less complete - ond it's time For 
the real work lo begin. 

With the new landscape and 
icon system executed |more 
about mat fater), the most impor- 
tant step Is to get the new sprites 
finalised. This will be quite a task 




MOVEMENT AROUND 

the hub has now 

been ilitiftlllied by 

the jikIu([ihi pi it; 

buill-io direction 

arrows; "Trie problem 

that we had wilh 

Populous VfBS lhat 

the little bo* with 

eight (urinr keys 

took up raa nutih 

vpnic, sa we spent 

weeks lorning up 

with different ideas. 

We hid a strolling, 

circular tompnss end 

a 3D box which actually maved Ihe level of the landiiape up and 

dawn, hut none of them warded, (tut as jtv son see, in the end 

the ialutinn »u m=d out lo be rrqlly jimpk, A let of people would 

*ay thai this wo s a let of herd work over sonvelhino. realty 

timple, bet it's not enjoyable if a genie is herd lo ploy." 

HERE WE HAVE Ihe new Elect display (Ii very rough let air, *o lor 
jncarporn+ing only tint dI the prapoied saVEit letliun;. Sdcit a 
■ategery and Ihe hln nit squares below wil I thenge to represent 
the relevant effects; "We want to hove the teens thot represent 
what you ion do in foil colour ond animating, so when can do nn 
effect like onrihquahe, there should e little icon thai showing a 
lillle animated sequence of an earthquake happening." The small 
coloured notches represent hew many of the elf eels In each 
cttleger y are 
currently 

[mailable - 

hapee are high 
that the 
finished 

version will 
alia include ct 
small aniens ltd 
nhnrttiter who 
walk* along 

pointing to the 

Available 

efleiti. 



YOU MAY HAVE 4 ten some rough 
screens taken from early Populous; 
demos which have been floating 
about far a couple of months, but 
this is the first tint* lint you'll 
hove seen the finished display. At 
first sight it may seem similar lo 
the original, but there haw* been a 
number of extremely important 
alterations made. For a start, the 
{tags whith now adorn the side af 
each building rise and fall according 
to Ihe building's population, 
thereby 
offering more 
immediate 
information 
than the 
original 
'shield' 
display. 



THE IfMOfJU. ot the cursor arrewi has naw lelt a 

large, useful hole In the lean bank. Arguments are 
(utftrttly raging throughout the Bullfrog teem 
about htm Ihey should best Refilled. 
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WHERE POPULOUS PLAYERS had Ij 
la make do with single tasites,, | 
Popvlouf 2 will allow I hese ro 

be linked ia term cities; large p 
walled area* containing 
temples, workshops and other 

types of building, depending on | 

Ihe player's initial decision, THe ■ 

exciting thing about this fs lhal I 

there's a very strong possibility I 
that yau will he able \o export 

these lilies 1o Sim City and play | 

around with them there! 



In itself, as Molyneux explains: 
"We're already up to 2,000 
sprites ond it looks as though this 
Figure could be even higher - we 
may have to work it so that one- 
meg machines, have slightly mare 
animation thon half-meg ver- 
sions. We're having to compress 
ihe sprites from the word go, so 
we can gel all of the stuff in - 
and in space terms it's very 
expensive to do that." 

And that's only the graphics. In 
terms of gameplay, the most rad- 
ical difference between the 




GLENN COUPES' graphics editor 
allows the artists tb experiment 
with combinations of sprites 
without having to continually 
(hang* lit game tod*. 

sequel and Ms parent is that 

where Populous only featured 
one type of game. Populous 2 
will allow me. player a choice of 
numerous styles. The most basic 
of these will be similar in style to 
the original's 'Conquest' mode, 
where you have a sel number of 
worlds to play through from ihe 
very easy to ihe very hard. 

The second gome lype will 
Invoke an element of problem 
solving, based on the natural ele- 
ments: you'll have to guard your 
people against certain effects 
that will happen after a certain 
time. For example, a message 
will come up telling you that you 
have two minutes Before the next 
earthquake or that you have 
three minutes before the ne*t 
flood. You then have to make 
sure that your people are safely 
enclosed - if there's going lo be 
a whirlwind you'll have to build 
the people up higher and so on. 

Role-players will also be 
catered For, as game three 
allows you to choose to play one 
of ihe Greek gods ond build up 
his or her particular powers in a 
quest to become The Supreme 
Belnq. Plans are to include all oF 
the legendary figures including 






Aphrodite 
(the goddess 
of love} and 
Bacchus (the god of wine), 
although actually finding a use 
for this pair's specialities is prov- 
ing to be a problem. 

Another problem-solving game 
will set the player tasks such as 
making two warring tribes live 
together in harmony, or making 
sure that half of the landscape is 
forest, or water or whatever. 
Finally, there'll be an option to 
build your own maps, And as If 
this didn't sound like enough 
trouble, all of those game types 
will be in two- player mode! 

One thing that won't change 
though, is that the player still 
won't have direct control over his 
subjects - they'll retain a certain 
degree of Free will. However, this 
time around your people won't 
be quite as undying in their 
belief. Molyneux takes up the 
story: "If you're being particular- 
ly good, then the people will like 
you a lot and they'll start build- 
ing temples which, in turn, will 
increase your store of manna. 
But If the enemy tribe attacks and 
captures your temple, then the 
people will start losing belief in 
you - after all, how could you let 
this happen? 

"And worse still, because 
they've got free will, your people 
will decide where to build the 



temple 
themseives - 
ley could 
even build it in 
ihe middle of the enemy territory 
which would give you a massive 
headache." 

This feature was incorporated 
because one of the criticisms lev- 



elled at the original game was 
lhal when you got the upper 



game 
the u| 

hand aver your enemy In any 
particular game, the challenge 
quickly disappeared. But the 
inclusion of this random element 
could mean that you have to 
completely change your strategy 
atony lime. 

Something else that Molyneux 
wasn't hoppy about in version 
one was that there wasn't 
enough variety In the effects that 
you had at your disposal: 
"People were always saving up 
for a volcano or an earthquake." 
So, as you'd expect, this is 
another element that's due for a 
change - the new game will 
incorporate a total of 35 effects, 
split into Five categories: the four 
elemenis (earth, air, fire and 
water) and people. Each of these 
will have a certain way of work- 
ing: whirlwinds, for example. 



will always move towards lower 
ground, while columns of fire will 
tend to move uphill. 

It's at the mention of the new 
range of effects that Molyneux 
hecomes most animated: "Take 



HEAVENLY CHOIRS 



ONE AREA where Bullfrog's team is locking in expertise is in the sound and 

music deportment, so this aspect of Pvpvhvs 2 is to be farmed out to on OS-yet 

undecided sanies expert. Originally, the job was going to be given to the French 
musician who handled Powcnmengcr, hut he turned out to be "a little 

unreliable", so now there are three companies in the running (one of which was 
responsible Far the soundtrack far ST Lemmings). 
The delay In making this choice is partly down to Moh/neuic's perfectionism; 

"We want the music and sound effects to be a really big part of the game. I 
think that, in general, game music is underplayed - 1 can't think of a single 

game that has the music: as a main factor. In an ideal world you'd actually use 

the sound as part -of me information for the game, so that it's beneficial to you. 
Of (curse, this has ils problems, you always have to have a graphical 
equivalent [list in case the player is deaf! 

"What we're going to try and do with the in-game music for Populous 2 is 
make \r more informative, so as the action starts speeding up, the musk starts 
changing tempo with it, i think that will be a really nice feature," 
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the lightning bolts For example, 
Like oil of the effects, these have 
their awn little secret of how you 
can control them - there will be 
certain ihings and places thot 
lightning wlfl be mare likely to 
strike. So Firstly you have to be 
careful about where you shoot 
your own bolts, but also if the 
other player attacks you with 
lightning then you slifl have a 
chance of controlling it,., and 
maybe even pushing it back." 

Even earthquakes won't be so 
much of a disaster - as long as 
you know how to deal with them: 
"The earthquake will begin as O 
simpla crack in the landscape, 
which will gradually get wider 
and drag ony neighbouring 
buildings and people down into 
it. Yau con stop it - in Fact, If 
you're quick enough you can 
stop it before it really happens. - 
but if you're not, ond you hoven't 
taken notice of the sound effects, 
then you could come back to find 
that all of your houses hove been 
swallowecfup." 

It's not all serious though. 
Molyneux is quick to point out 
that some oF the disasters are a 
little mere light-hearted: "We're 
including some stupid effects, like 
a plague of frogs. What we've 




"THE VOLCANO WILL GROW 
upwards and racks will explode 
and spurt out of the lap, Towards 
the end of this cycle, lava starts 
ratling dnwn the hill. Should thts 

flow meet a house, it will set it 

alight and push it along. This will 
keep going ai long as the volcano 
continue* to erupt, but if it meets 
water, a column of steam will rise 
up - thai sort of thing means we 
had Co rewrite the whole game." 

done is to get some books out of 
the library and look through all 
of the old Greek and Celtic leg- 
ends * and even some Bible sto- 
ries - obout all the miracles that 
the gods have worked. We then 
triea to put all of those miracles 
in. And of course, in the Bible 
there was a plague of frogs, how 
convenient!" 

Bui when they're bad, they're 
devastating. Take, for example, 
the plague: "If you unleash a 
plague, it will kill off everyone 
that comes into contact with an 
[nfected person. But If one of 
your peopie fights an infected 
enemy, then your people ar% 
also going to g>et it." 

It's not all change though, some 
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elements are going to remain 
exactly (he same. Take, for 
exgmple, the beating heart 
Sflvnd: "The heart beat... I can'l 
think of a replacement for that 
heart beat, if s probobly going to 
stay, because I found - ana so 
did and quite a few people thai I 
spoke io - lhal as ihe heart beat 
increased, y&uf heart beat start 
ed to sympathetically beat to it,' 
Wfiich is a little bit dongerous | 
suppose, but it certainly shows 
that there's an effect in there. 

"We are going to change it 
though - I think it was a little bit 
crude in Populous... it wasn't 
sensitive enough. Ap-arf from jusl 




will roo(ice from the pictures on 
these pages that the icon- 
based" control system has 

been changed significantly.,^.,'' NOW HERE'S an exclusive! This 
This, Molyneux assures us, (orhw-sldned sketch Is all that 

is down to necessity: "After^& eiis1 * *° fnr o1 rh * 9 0BI * ,ha ' 'i 
wed come up with the 35 ^C^" *«l*»«f Brt and CrwhW 
effects, we then had Io ihink how ** BPf hva ' he fn,t ihtti M '* «**' 



.-mJTC y\l 




THE COLUMN OF FIRE will be a 
fairly low efted, probably about 
the lowest. "Af with any gam* 
that we design, what we do it wo 
think of the elements, put them 
in and actually play around a hit 
before we decide if iff going to 
flay or what level it's going to 

be. In higher level*, players will 

even he able to start forest fires 

and Set many thousands of trees 
alight." 

the additional r ;e in -eTipo. ■-■.•e 
rnay also use dramatic orchestral 
stabs at appropriate moments - 
coupled with the heart- beat, that 
should be really exciting." 

Those who played the original 
(which is just about all of you) 



we were going to represent 
them? There just wasn't enough 
SpOoe Oil screen: at one point we 
hod icons which where four pix- 
els high by eight wide - how do 
you distinguish a whirlpool from 
a whirlwind in that? 

"So in the end decided to split 
them into the five categories. 
That Isn't my favourite option - 
because when you're ploying a 
game, everything should be hilly 
accessible all the time ■ but it 
was the best compromise we 
could come up with." With 35 
effects and five categories, it 
doesn't take a genius to wark out 
that each category now carries 
seven, 'sub -effects' - these will be 
displayed on a seven-section 
panel which changes according 
to the current category. 

However, to keep things as 
playable as passible, the team Is 
optimising the distance between 
the icons so that the most used 
should be closest to the edge oF 
ihfl screen and it should take the 
smallest amount of time possible 
to move from item to item. 

There's no doubt that these, 
and ihe other changes, are a 
direct result of the expertise thai 
ihe team has accumulated over 
the past two years - not only in 
through Power monger, but even 
From its arcade rqmp, Flood', 
"Yes Flood, this taught us how to 




mimed Pip, Peter Molyneux 

won't say anything about Ik 

"You'd think I was completely 

Hazy!" 

draw quickly onto the screen. In 
fact, we've learned From each 
game we've done: Powermonger 
taught us about databases and 
design and Populous laught us 
how to program!" 

So is II reasonable to assume 
that the lessons learned in 
Populous 2 will be put into prac- 
tice for the third in the series? 
Molyneux won't say either way, 
but there are hopeful signs; "I 
can see that at the end of 
Populous 2 there'll still be things 
that I want to put into it. I'm not 
saying there ore plans For 
Populous 3, but if there was a 
Populous 3 I'd go on from a dif- 
ferent angle completely, it 
wouldn't look like the same 
game at all. I'd still like to devel- 
op a Populous board game or a 
proper Populous console gome." 

But thaf s all a long way off. A 
long hot summer of game testing 
now lies oheod, as Bullfrog 
hopes to have its second Ooo 
simulator wrapped up by 
September. To this end, two peo- 
ple will be employed for the next 
two months to do nothing else 
but playtest the game, 

Now (here's a job... 



WHATEVER NEXT? 



AND IF YOU THOUGHT all that was good, here's a sneak peek pt three other Bullfrog projects in the pipeline,,, 

BOB! 

Also known as Higher Functions, Bob promises to be as splendiferous as any of Bullfrog's other creations. Coding 
guru S*an Cooper spent a long, long time getting, the game's unique isometric 3D graphical display to work. In itself, 
that viewpoint is nothing new, but unlike most other isometric games, the display fills most of the screen and, the 
objects ore drawn with □ great deal of surface detail, giving a more realistic atmosphere. 
You play the head of a multi-national corporation in the near future. There are now only 
seven corporations in the whole world, with each qf them vying to be at the top. You are 
just as determined to get the top slot as any of the other chairmen and you're quit* happy to 
play dirty to get what you want. 

Unfortunately, as the head of one at the world's multi-nationals, you can't afford to be 
seen as anything but squeaky clean. The solution is ta use your newly-developed, bio- 
geiioti tally engineered troops to do your dirty work - First of all, you needn't worry about 
them becoming treacherous and, of course, they're- total!/ dispensible! 
The anly trouble with these artificial people is that they're very unstable: they have 
personalities of their own. You can control them by radio link and also by exciting certain parts of their brains to 
produce □ chemical adrenalin. But tfie more you increase me chemicals hSe more your merry bo net becomes 
dependent upon them, men if they fall below a certain level, they'll start to act very strangely indeed 

CREATION 

If you thought Populous and its sequel were the ultimate gad games, men think again ■ Creation actually allows you 

ta create and madffiei fifel You begin by putting your own life forms on the map. For example, (and this is o very 
simple nnej, if you produced an elephant and a giraffe and plated them on the landscape, the elephant might think, 
in Peter Molyneux' immortal words: "Mmm, I'm fed up af eating this stuff, I'd Hither like to bonk that giraffe over 
there!" What you'd then end up with would be a giraffe /elephant cross - if you 

will, a 'girafaphant!' 

The aim of the gome is to make certain life- forms survive by creating other life 
forms rtiat will support them. The first stage of Creation wilf be up and running by 
the time you read this, using same of the sprite linking techniques pioneered in 
Populous 2. Sounds bizarre to say the least! 
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MOVE OVER 
MICHELANGELO 



The initial graphic work far 
Populous 2 was carried out by Peter 
Molyneux himself, but has since 
been taken over by a pair of artists, 
Gary Carr (top! and Paul 
McLaughlin (middle). Bullfrog's 
latest recruit, whose previous work 
was mainly in the video fieldl- 
The backgrounds and sprites are 

created using a mixture of DPaint 3 

(there is a copy af DPaint 4 

knocking a round 
Bullfrog's 

office, but no- ' 
one's had the 
time to fully gel 
to grips with it 
yel) and a 
custom-built 

graphics editor 
designed and 
built by Glenn 
Corpes {bottom). 
This editor, which 
took two months to 

develop, allows the 

two artists to try out their sprite 

designs within the game 

environment. 

without having to 

jump from paint 

program to game 

code and back. 

However, it's 

unlikely that il 
l II' . 



future Bulrfrog 

gomes, as 

Molyneux expla ins: 

"I've written an 

editor for every 

gome that I've 

worked on, except Populous - 

Populous is like its awn editor. I 

always say that I'll 

write this properly 

so t can use it 

agom, but it 
never ends up to 
be ihe case 
because you 
always end up 

rewriting it." 

However, 
Moryneii»s 
believes that 
this 

combination 
of young blood and 
technological wizardry will give 
the gome o new edge: * I felt that 
Papulous lacked something looks- 
wise. Initially, the screen looked 
very different from a lot of games, 
but there wasn't much to show after 
that. To really combat that this time, 
we're going to include an awful lot 
of animation and graphical effects, 
so that even if a person has played 
the game 100 times they stili won't 
have seen them ali." 
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Available now for Atari ST, Commodore 
Amiga and IBM PC compatibles. 
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INnUUY,IHE PLAN WAS lo 

intersperse the 3D action with a 

series of ultima led 5 e que rues, hill 

using 'introgens' (hand-drawn 

backdrops superimposed with 3D 

characters 1 ) turned put to he fur 

more effective and a lot lets 

processor heavy. "It means that 

you 4<>n choreograph the worlds 

more," explains Shnun Hollywood, 

"Rather than just having objects 

existing In 3D cm the screen, 

we've actually gat things 

happening. It all links in with the 

continuity Idea." In this ta it, the 

armoury backdrop will be 

superimposed with on ED 209 

running amok. It'll hava its own 

shadow, he capable of walking 
around objects and give n fairly 
convincing impression ot depth. 



An Oriental takeover, a giant Ninja RoboCop and a tacky television 
company covering up the truth - how would you handle it? Kali 
Hamza slips into RoboCop 's boots to find out for herself. 




BUY 

THAT FOR 
DOLLAR 




IN THE MIDDLE OF 
DEMONSTRATING A GAME 
[Mechadroicl\ to Ocean ot lost 
year's CE5 in Earls Court, 
Martin Kenwright of Digital 
image Design (DID) made a joke. 
"I remarked that the main 
character wos like a Star Wan 
robot, and they said, 'Great, bvl 
George Lucas will sue us.' Then I 
sold, OK we can db RoboCop * 
imagine RoboCop in full 3D.' 
Thai was ii. Their ear* twitched 
anrj they went for ihe licence." 

Lite the first two RoboCop 
extravaganzas, RoboCop 3 is 
due to coincide with the release 
of the film [o\>; early next year) 
and shadows the plot pretty 
closely- Where it differs from ils 
predecessors, however, is that it's 
a 16-bit only project and won't 
hove the horizon (ally scrolling 
shooting section thot is 
characteristic of so many movie 
licences. 

"I know that Ocean has token a 
bit of criticism From some people 
for creating a familiar piarform- 
slyle game," admits Kenwright, 
"but it's not just Ocean - a lot of 
film tie-ins are like that." 
Developers, he feels, ore usually 
pushed For time and face the 
inevitable constraints attached, 
working to (he lowest common 
denominator. "Unfortunately For 
a lot of systems, especially ihe 8- 
bit, the only thing you can do is 
to create scrollers and platforms. 



GRAPHICS 

THE ARTIST RESPONSIBLE for turning pencil 
sketches into moody, furtyristit; 
backdrops and character designs, is 
5haun Hollywood, one-time film and 
TV designer. 

Previously employed by Passion 
Pictures, a big-time animation 

company which produces 
commercials in the Richard 'Roger 

Rabbit' Williams genre, Hollywood 

produced the initial character 
animation for the original 
Mechadroid demo. 

Some of hi; former colleagues 
{including one of the animators of 

Who Framed Roger ftabbi1?\ have 
helped in the design. 










BORED WITH THE NEWS? Then 

watch the commercial!, 

Media break tomes romplete with 

all the trappings - vapid 

newscasters and bilious 

advertisers included. "When they 

see them, people will say thnt 

we've digitised a lot of tha 

graphics from tht film," 

Kenwright enthuses. "We haven't. 

They're all hand-drawn and we're 

proud of h." 







CLEAR AS MUD 

THE STORY OF ROBOCOP 3 the movie, begins where RoboCop 2 left off , As. 
Omni-Consumer Products' pel project [Delta City] neors completion, the 

company sells out to the giant Kanemitsu corpora Hon, coincidental ly also the 
developer of a Ninjo RoboCop equivalent, the Otemo droid. 

CompieK business liabilities mean thot the new oriental OCP stgnds to lose 1 
million's unless it clears all the residents out of Old Detroit in a matter af 
weeks. Medicbreok presents -this procedure as orderly and humane, but in 
fact Old Detroit's residents are being terrorised by a specially imported 
group of mercenaries, otherwise known as Rehabilitation Officers. 

When RoboCop, by manufacture: gn QCP employee far life, is roped info 
the action as well, the magnificent hulk experiences a terrible dash of prime 

directives. Will he side with the hand that mode him or join forces with the 
rebels end kick Otomo ass? Ifs certainly a poser. For the answer, rune in 
early next year. 




LIKE AIL ACTION SEQUENCES III whkh RoboCop lakes part, this battle with 
Otoma tan be viewed in first-person perspective. Roboviiion displays the 
action as seen directly through our hero's artificial eyes. "We haven't 
over-elaborated the backgrounds because it's the Farm and the light that 
are important. The Idea Is that when you go ta an internal view there 
Isn't thai much of a jump between the two." 

We've got better technology and 
all we're saying is thcrt we should 
acknowledge the techniques 



ady us 



we've already used in a flight sim 
[F-2? Rstaliatof] and a major 
space game (DID's Forthcoming 
Epic] in a tie-in. it's just logical 
ready." 
For DID, a big licence such as 



RoboCop is a prestige product, 
but company direclor Kenwright 
is aware that the cinematic link 
may put some players off. "There 
are a lot oF people who wouldn't 
want to buy a movie licence 
because of the reputation that 
goes wilh il. We wont to break 
that mould. This is as good os 
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any original game - it just 
happens to come with a 
RoboCop sticker on the box," 

Wi So original^ in fact, that the 
initial designs were set in motion 
before the Runcorn -based 'DIDI ' 
men (the team's own nickname] 
were given any idea what the 
film wos going to be about. 
Information from Orion, 
RoboCop' s producer, was vary 
slow lo trickle through, so 
Kenwrighr and Co. had no 
option tut to make do with 
guesswork. Inevitably, #iey made 
o few mistakes. "Somebody 
mentioned that RoboCop was 
going to ride a 'Gyrocyde', We 
look that to mean some powerful 
motor-cycle so we spent ages 
thinking about RoboCop racing 
about on a bike., only to find out 
later it was a Jet-pack. Weeks of 
work were just wasted-" 

Thanks to more recent bulletins 
direct from the set, the finished 
design is a close rendition of the 
movie - in terms of presentation 
as well as plot. Graphic 
Designer, Shaun Hollywood 
explains: "We've adapted the 
continuity devices used in 
RoboCop the movie for our own 
purposes so that the game Rows 




KMEMfTSU'I DTOMO DRQID may 
look like a human being, but 

underneath that fleshy exterior 

there's ii practically Invincible 
titanium frame, Nat only/ ii ii an 
unarmed martini nrlt expert, it 
alia handle* a moan Japanese 
IM*. 

seamlessly and you get the sense 
of a real narrative running 
throughout. It'll be as if you're 
living a story, not just shoot 'em 
up, snoot 'em up, shoot 'em up." 
The key to continuity is 
'Mediahraak' ■ the movie's 
characteristically tacky TV 
network which conveys the action 
as if if s being broadcast directly 
inlo your living roam, 
Anchormen and women 
announce the evening's news 
and as the reports unfold the 
action pans to the scene of the 
crime and drops you straight into 



MOST Of THE IDEAS fur RgboCep's major 
lonfrontalions originate as hand-drawn 
ikeKhes nnd 
storyboofds. 




RoboCop' s metal boots. 

By clicking on the relevant 
headlines, three sub-games ■ a 
flying adventure, a cgr-chgse ond 
a corridor shoot-out - can be 
accessed at virtually any time. 
There's a selection of around six 
different scenarios for each one 
and how well you do affects the 
outcome of the news report, 
Meanwhile, the main storyline 
unfolds as a series of choices. 
Events are determined by your 
reactions to the crises in question, 
It is entirely up to you whether 
you protect the innocent or side 
with the baddies and betray the 
public trust. 

At the heart of the whole 
shebang is a radically modified 
version of the 3D engine (created 
by DID's Leicester-based 
egghead, Russ Payne) which was 
used to generate F-29. 
Eradicating all the flight sirn's 
superfluous flight models and jilt 
and dip horizons made the 
system run much faster. "We also 
optimised the 3D specifically for 
the shooting, racing and Hying 
sections," explains Kenwright. 

The result is an engine which 
runs 30 per cent faster than its 

Eredecessar and can generate far 
igger worlds. "The basic mams 
behind it is the some, but a few 
sections have been totally 
rewritten, * explains Phil Allsopp. 
"We've got a full 32-bit co 
ordinate system where we only 
had a 16-bilt one before ■ that 
makes our potential world 
65,000 times bigger." On the 
scale they're using tor RoboCop, 
that means a potential playing 
area of 29,192 square miles - 
though obviously no-one's going 
to be using all that. 

Kenwright reckons that the 
biggest advantage of all this hard 
work is that RoboCop 3 is going 
to have universal appeal- 
"Younger kids will be bowled 
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SOUND 

ASSIGNED TO NORWIQ1AN 
Maniac Of Hoi**, ©I* ton 
f Ida, the eswriiifrack far 
RoboCop 3 will be Jammed 
full of tt* many harrowing 
affe<t* a* passible. Sa far, 
however, the cultural gap 
has proved to be the bpggejt 
problem- Asked lo produce 

something along tfl# line* of 
a TV sovndtrath, Oislon 
«ame tip with a score 
remtftltcant ef Scandinavian 
blue movies. "If that's what 
Norwegian TV Is like, Hl#!t 
we don't want to see If,™ 
insists Kenwright. 



EVER KEEN TO SERVE the public 
trust, RoboCop is hat on the heels 
of crime in his Rahamabile (left), 
Al USUal, you can watch the action 

fram a selection at vantage 
points, including an aerial view 
designed la help you suss out the 
nitian of Ike i 




ingn 
computerised law enforcement 

officer - you never know what's 
going la happen next. In this rase 
it's the background for a bonus 
shoot-out in which you' re forced 
to take sides. Ilthar you aim for 
the Kefcabi or you lake out th* 
Rebeli, 

over just seeinq the name, 
regular game players will sit 
back in owe of it and the older 
audience will really appreciate 
how we've put it together," 

In the future, there are oil sorts 
of directions the DIDI men may 
take: "It could be the Super 
Farm icon, CDTV, CD-ROM or PC. 
We might even do a really good 
Flight sim which exploits the 3D 
developments we've made." 
Meanwhile, there's just one 
problem: "The 3D is so fast, 
RoboCop walks far too quickly. 
We've got to slow him down." 




LOOK AND ADMIRE because this is 
the last time you'll see so many 
Ef>-]09i all in one plat*. "We've 
put a lot al objects in the text 
versions just la See how much it 
can tolerate." In the game it sell 
they'll tame in packs of a 

maximum of three. 
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,, , ,es, conundrums, pillions, .1 
caterpillar, mushrooms tind ii very 
mad hatter for your IBM PC; Amiga, 
Atari ST and Archimedes. 
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"Lot's make no bones about it. < iraftgold's RKALMS 
looks like beinjj the game to topple PowerMonger as 
tin. 1 greatest strategv game on home computers.,, it's 
going to be n stunner!" C&VG. Released in Autumn 
on IBM PC, Amiga .nut Atari ST. 
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] I'ii.' smash hit coin op hacks and slashes its wav 
onto the small screen. "Best lh hi I coin op 
conversion" - IWI Golden lovstiek Awards. 
Available on IBM PC, Amiga, Atari ST, C'h-i, 
Spectrum and Amstrad. 
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Ronny's the coolest dude in town. Help him skate 
through nine levels ut bizarre creatures, superb 
animation and weird power-ups. Released in 
Autumn on IBM PC, Amiga, Atari ST and Cfe4, 
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The must authentic -pace 
simulation ever. Released in 
the a ut li run on IBM PC, 
Amiga and Atari ST. 



rich blend oi lighting, fantasv 
and strategy set in Arthurian 
Britain. Available on IBM PC, 
Amiga and Atari S I 




Corruption, Guild of Thieves and Pish - three classic 

adventures enham '.-if to run under Wonderland's 

new Magnetic Windows system. Available on IBM 

PC, Amiga, Atari ST and Archimedes. 



terie scrolls 
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Brittle '. our way through four of the biggest 

selling games of all lime - [Rouble Dragon II, 

Shinobi, Ninja Warriors and Dvnaniite Dm. 

Available on Amiga, Atari SI, ("64. 

Spectrum and Amstrad, 
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THE GAME 



Play the pari of Biffa, Buster or johnnv in this romp 

through Fulchester, Not for sale to minors 

V. ailable on Amiga, Atari ST, C64, Spectrum and 

Amstrad. Coining soon on the IBM PC. 



"...the ultimate instrah 
nes. A classic" CU Amiga 
Available on IBM PC, Amiga, 
Atari ST and CM 




ADVENTURES, ARCADE, ARCADE AD VENTURES, BEAT 'EM UPS, COIN -OP 
CONVERSIONS, COMPILATIONS, FRP, PLATFORM, RPG, SHOOT 'EM UPS, SIMLLATIO! 
STRATEGY. WHATEVER YOUR TASTE, THERE IS A VIRGIN GAME FOR YOU. 




WORK IN 
PROGRESS 



Famed and applauded for its forays into the world of arcade action, 
Core Design is now simulating a helicopter of its own creation. Kati 
Hamza hops on board for the first part of a two-pronged preview. 



PROJECT 
Thunderhawk 

PUBLISHER 
Core Design 

AUTHOR 

Mark 'Mac' Avery 

(Codinql 

Simon Pnipps (Design) 

jerr O' Conn elf 

(Graphics) 

Bob Churchill 

(Map Design) 

Mark Price 

(Object Design) 

INITIATED 
January 1991 

RELEASE 
August 1991 
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O FAR, IN THE GREAT 
SCHEME of things. Core 
Design and flight sims 
haven't mixed. Since the 
company's arrival on the scene a 
couple of years ago, il has 
yarned a reputation for 
producing flick and well -polished 
plafform games [Rick Dangerous, 
Switchblade, CarVup) and the 
odd RPC extravaganza 
[Corporation). Bui the times they 
are a-changln', and for Its next 
trick, enliriea Tnyndernowt, Core 
is swapping ladders and ledges 
for fast action ond polygons. 

Why? "if you look back over 
what we've done in the post, 
we've- produced a lot of very 
successful arcade games," 
explains managing director 
Jeremy Smith. "But all along 
there were plans to expand into 
3D." There was just one problem. 
"We couldn't get a 'Dr 3D'. 
There were loads of people who 
were prepared to have a go at it, 
but nobody who could da it 
really well." 

Then one day, as if by magic, a 
man nicknamed 'Dr Grain' 
walked in off the street (his true 
identity has now been revealed, 
but for months Mark Avery was 
known only by his medical 
monicker or simply as 'Mac'). 
This mystery man presented Core 
with a demo and was hired 
virtually on the spot. Smith was 
exultant: "I looked up and said 
thank you." 

With a practically complete 3D 
engine more or less in the bag, 
the team's next step was to 
decide exactly what to do with it. 
"Mac wanted to do a helicopter 
simulation and it was an idea I'd 
been laying around with for 
some time so we went (or it." 

Far Core, simulation means 
action, not accuracy, and its 
latest baby Is definitely not aimed 
at techno-fiends. "This isn't 

RIGHT FROM THE START, the plus 

hat been to go for some really 

elaborate fronl-cnd COf metici, 
"We regard Origin's Wing 1 

Commander as the ultimate la 
presentation, but we hop* to do 
it better," explain Smith. Most 
of These cinemalit sequences are 

Still on the storybcord (as above), 

but thanks to the work of former 

Don Bluth animator, graphic 

of till Jerr 0' Can net I r a lew are 

actually making it lo tcr**n... 

AND HEBE'S ONE OF THE FIRST ■ the White House, in nil its digitised and 
tau<hed-up glory. The plan it for II* lightning to eventually animate, 

but this has yet to be implemented , 





Guflihip 2000," insists Smith. 
That's a true helicopter jim, the 
kind of game where you can't 
get off the ground without 
swallowing the manual, Some 

Eeople love that, but I Find it 
aring as hell." 

Designer Simon Phipps chips 
in; "There's a lot of talk about 3D 
games - 'I've got a Faster 
polygon system than yours,' ond 
that sort of thing - but that's all 
technical. You've still got to play 
the thing and if it plays like a 
dog you're not going to want to 
keep playing it." 

In line with this philosophy, 
Care has deliberately opted to 
simulate a machine that doesn't 
exist, The AH-73M is described, 
rather loftily, as a fictitious 
helicopter design, based upon 
predicted advances in military 
technology. Smith explains why: 
"Some people are so fanatical 
that if there's g nut or a screw or 
a bolt out of place, they'll ring up 
to tall us that's nothing like, say, 
fhe Cherokee model number 
1.62 made in 1986. We just 
didn't want ihe aggravation of 
being restricted to one make." 

Phipps agrees: "We could go 
out and simulate an Apache but 
It's already been done - and 
done very well, We're giving you 
something that a true sim [ust 
can't do, Standard helicopters 
have a limited amount of 
weaponry and once you've used 
your supply you've got to come 
all the- way back to oase to re- 
arm." A machine that has no 
military precedent can be loaded 
up with as juicy a combination of 
bombs and missiles as you like, 
For added excitement the 60 
missions will be divided into six 
10- mission campaigns, each one 
embellished with an action- 
packed plot, 

Of course, all this orcade-siyle 
action shouldn't put off more 
traditional simulation 
freaks. Smith explains: 
"We don' I want to score 
them off. Thunderhawk ts 
a sim as well" In fact, it's 
the product oF hours of 
serious research into other 
chopper gomes and Smilh 
is confident that in terms 
of speed at least, 
Thunderhawk will beat 
them all hands dawn, "II 
hasn'l gat a million 
key pushes, but il is very, very 
Fast." 




At this stage of development, 
much of the spadework is 
nearing completion. The last five 
months have seen Mac heavily 
embroiled in helicopter design, 
creating enemy intelligence and 
optimising his notorious 3D 
techniques. All of ihe necessary 
landscape paraphernalia are 
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finished ond all 60 missions have 
been planned right down to the 
smallest graphic detail "We 
know exactly where we're goirvg 
to put each ilem - every radar, 
every SAM site and every aircraft 
installation." 

The components are there - all 
they've got to do is put them 
together. From now until project 
completion, everyone will be 
working hell for leather to 
implement the maps, complete 
the presentation sequences, and 
thrash out the mission plats. 

In the odd spare moment, 
there's even time to consider 
what to do next. Whatever else ft 
might be, Smith insists thgt the 
future for Core isn't exclusively 
3D: "3D Is just another string to 
the bow. We'll do the Chuck 
Rock type games, we'll da big 
role-playing gomes like 
Corporation, we'll do platforms 
and we'll do 3D. " 

At the moment, Mac Is 
seriously contemplating another 
simulation. As for the potential 
competition. Smith laughs It off: 
"One thing thot Mae enjoys is 
beating somebody else's 3D. At 
the moment he's got nobody to 
beat." 

• Next Month: me enemy arrives 
or\ the scene - just m time to meet 
up with ThvftQQirhawk's newly- 
imptemented weapons as play 
lasting draws near. 



FOR THE PURPOSES OF an action 
packed simulation, Core's chopper 
is preferable to an aeroplane- ■ al 
■oust according to Jeremy Smith; 
"In n plane you have to keep 
flying ■ in a helicopter you can 
slop, look around and consider 
your options, though it you do 
that in this game, you'll probably 
get plugged out of the sky." The 
Ihun dorhawk's advantages inn 
bo admired from many different 
viewpoints, As well ai the 
overhead maa and! this external 
window on the action (left, with 
104m and rotate facilities, of 
course} there wit! be additional 
views from the weapon, the 
target and the start location. 




MAC'S OBJECT EDITOR enables 
anyone to embark upon the 

design af landscape objects like 

this. Mark Price is the man who 
got the job on this occasion ■ ho 
and Bob Churchill arc currently 
inserting all the items into the 60 
separate individual mission maps. 



AS IT STANDS, the cockpit imludes uir 
speed, torque and altitude displays 
plus radar and Information an 
weapon stores. All Hying controls, 
including weapon selection urn 

accessed directly using the mouse - 

so there's no need to fumble wilh 
the keys in the heat at n crucial 
combat moment. 



L THING? 

ONI OF THE PROBLEMS with conventional simulators," 
explains Simon Phlpps, "is that you've got a dot on the 
floor theft a tank and another dot somewhere near It 
that's another tank. To make it more exciting we've 
bumped up all the action, especially the weaponry. The 
3D can handle It so we're making as much of It as wo 
can." 

In an, rhunrferhawlt contains 1 5 varieties of hardware 
Including a whole armoury af anti-radar, optEcatly-gulded 
and runway-craterlng missiles. Like the helicopter itself, 
none of these actually exist In the real world, bat the 
designs are based on current weapon technology with a 
bit of artistic licence thrown in. 

These days helicopters, though well established an the 
battlefield, aren't exactly renowned lor carrying 
enormous weaponlaads. The Apache, J»uJh> by McDonnell 
Douglas, the heaviest and most expensive anti-tank 
helicopter to date, carries 70 rockets, 1 a laser-guided 
missiles and an automatic 30mm gun. 

Like the Apache, the Thunderhawk has four 
'hardpoints' underneath the helicopter's wings to which 
missile* may be attached, but the weapons Invented for 
the Thunderhawk eve significantly smaller to enable you 
to carry mare. The Apache can carry up to four Hellfire 
anti-tank missiles on each hardpaiat ■ the Thunderhawk's 
fictional equivalents are called Buster missiles and, 
thanks to a smaller diameter, tit seven to a hardpeint. 
Similarly, Care has invented Its own updated versions as 
successors to the A1M-9L Sidewinder • the AIM- 1 OB 
Cobra short-range missile and the 
AIM-1 If Swallow medium-range 
radar-guided missile. 



MAC'S FACTOR 



INCREDIBLY, THE MAN BEHIND the all-singing, all-dancing 3D 
engine that makes Thunderhawk possible has never actually 
coded a complete game before. Prior la joining Cere, Mark 
'Mac' Avery (a.k.a. Dr. Brains) worked far Imagitec as 
general problem salver far a whole range of machines 
including the Lynx, the Spectrum and the €64, 

His amaxing, technicolaur 3D system, which has taken 
around two and a half years to complete, is just something 
he tinkered with in his spare time (yoa may have seen Its 
effects an the road In Gremlin's Combv Barer), bat It clearly 
impressed Care. Why? 

Dr Brains explains; "I've had a look at qui to a few 
simulators to see how they're using 3D and basically I'm 
doing a let af stuff that other people just haven't thought 
of," Speed Is clearly a major criterion. "Hot many people like a game 
that goes chug chug chug, I've played others like that, mast af which 
awful. I like to see a target, get it into my sights and burn it in no time 
fighting with the controls." 

Mac Is reluctant to let too many trade secrets out, but he is prepared to admit that 
there's no special formula; "One clever thing is the mapping system which speeds 
things up ne end, but really there's no magic factor - everything's been optimised to 
run as fast as possible, all the short cuts have been taken. These are all things ether 
people could do. They just don't do them." 

The system comprises an object editor {which dispenses with the need to plat co- 
ordinates en paper and allows you design 3D shapes directly on screen) and a map 
editor which fits the objects into landscapes. Both have been designed to be easy to 
use: now they're complete, anyone at Core, 3D expert or net, can use them. 

"They were a nightmare to get right, but they can be used far any other game we're 
doing, whether it's tanks, planes or cars. We ceuld even publish them as they are," 
enthuses Smith. Mac, an the ether hand, remains blase: "It wasn't really difficult." 
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118a Palmers Road 

New Southgate 

LONDON N.11SL 

Tel: 081-361 1933 

(1u am -6pm 5 days) 
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TadDnvtll 

Their ftnail Hour 

ThtPutilrlB' 

TdS „ 

ToMktiiWarnar _ 

TrjlalRetiJ ...,_,,„„.„„,„ 
Tctmamen Ciah „,_._„, 
Tumcan II „., „ 

UltinalaRida 

UlbmaHV 

UMSII,,... 

UN Squadnm „ _, 

USSJoliniYaurg 

Vaine .,„ 

VanJafl* .„ 

VSr._ , 

Voodoo Wghtnarc ,. 

Warto* tw Ai«ng«r „.,. 

Waflan* 

■pWHtDBattniiHefl) 

Wirtjs (H*l Meg ) 

Wngj If Meg) 

Wz Kid .„„ _ 

W*fttk 

Wnderiand 

Wlf1s(D*n6i 

HplW .„_ _ 

Zftw ..,„ „„„, 

2 Oul 



it 

.£2693 £8699 

, £26.99 £26.93 

. £1593 £1599 

. £1699 £1693 

. £20.96 £2093 

. £1699 £1693 

, £16,99 £1693 

. £1596 £1593 

. £1599 £1599 

. £1699 £1699 

. £15.99 £1593 

, £19.99 £1999 

. £1536 £1599 

, £1599 £1599 

. £1536 £1599 

. £16.36 £1993 

£1699 £1699 

. £15.83 £1693 

. £13.96 £1993 

£16*3 £1698 

. £149311493 

. £1593 £ I £99 

£1499 £1499 

£1693 £1699 

E: 599 US 96 

£1699 £1699 

£199311993 

£1999 £19.99 

£159911596 

£169911699 

£1599 £1596 

{1699H699 

£1599 £1596 

£1999 £1536 

£1499 £14.96 

£15991159) 

£19.99 £19.36 

£19.99 £1993 

£1993 £1999 

£14.99 £1499 

£19.99 £1993 

£1999 £1993 

£19.96 £1993 

£1699 £1699 

£1693 £1693 

J16J9 £1699 



POWER PACK 

XfeUt Z, IV Sert FwtHl. Blmfetf-i tno Uffliurd Ail, 

ALL FOUR GAMES FOR ONLY 114,99 



EDITION ONE 

hhK'a IXi'?*". Xmw, Qtrnn Wnj ing Simrn 

MX FOUR E3AMES FOR ONLY £1699 



PLATINUM 

n irk I jjr. i-,-«r, rurgtf'TiWii'ik indGinx.il aig ijHw 
ALL FOUR SAME S f Ofl 0«ILT H6.» 



MIND GAMES 

i^Hpoti. HiKCno, r<l CfliHei in Eixtfa 

AIL. THREE GAMES FOR ONLY £1493 



TNT 

mm own, unj. Rjtwu. tHUH 

urt Dcigni Sprti 

ALL RWE OAME5 FOR OHLY 115.99 



SOCCER MANIA 

r-Mi w nii-mjo' 2. Satan BM«, mnproet Sac* 

Ji»d F-«ifjKl linijar 2 MnU Cud Eniai 

ALL FOUR SAMES FCfl ONLY E1E.3D 



HEROES 

BuOkIw t Kjn'.nj Ml",. 3* Wirt md Lxra n Kll 
ALL FOUR QAHESFOR ONLY £15.96 



J(*. 3u* Lik. On, !■„, Own BUM BiVm 
Ibr, fjph hiin hi 'w Lm. Ju<*fl KttitU, 

ALL TEN QAME5 FOR ONLY tl69) 



UOHT FORCE 

B> g &H*ix w.*. VdUJ*'. IPd «l«g« 

ALL FOUR Q AMES FOB ONLY 1 14.99 



FULL BLAST 

iiir.ipoSB.rKk CuifWaji, H^hwif Pllo t. 

F47, Cm1»r Conrnm r<J Famd FrffliillQin 

ALLSiaflAHESFpflOfitT tflM 



MAGNUM 4 
AJUfourrw. Cn.Ui riioflr^ CpariKir, ?t or. r« Bumu 

'DueC CumUr 
ALL FOUR GAMES FOR ONLY £17.99 



AST OF FURY 

rVliiln Cn SinnO. Hn|t Wjcjri CajUI Dirlfin I 
ALL FOUR GAMES FOR ONLY £1699 



HOLLYWOOD tfilAECTl&N 
RotjgCOf, GmwI&fW! £ 'ridiana Janes Raknar 
Movie 
All FOUR GAMES FDfl ONLY £17,99 



3 



CHALLANGERS 

Kbit OtL apa (k, Runlsr Bamter, Gftai Ckuu 

■V Siinta- tim 

AULFllfT OAMES FCfl CNLY 117 » 



WHEELS OF RfiE 

H*K Drtiil', CfiMHfi Ronerdri* snSTuitaOulnid 

ALL FOUR GAH£ S FOfl ONLY 115.99 



POWER UP 

W4TH Bail), lUlUm BlnC. I Oil. Cr 41 HQ, 1 j^mc 
ALL FIVE GAMES FOR ONLY £1 1.99 



MASTER HX 

Sufl* itlnrVlKta,: lun» CuW\ DlnrNH Dji, 

IM/ldtftlld* ind tmtoOxr, 

ALL FIVE GAMES FOR ONLY 116.99 



FLIGHT COMMAND 
Bflinilgr, Sntti 1 !)!!* rUT*. Llldlll, 

*( Fm ind Sky (3i**i 
AIL Flffi GAMES FOR ONLY £12.99 



PRECIOUS METAL 

H*ren, CUpiko Blnoa, t'lij CniraJ*1tin|>(: 
ALL FOUR GAMES FOR ONLY E 14.96 



THE WINNINQ TEAM 

Inr J[* t jr Rabul *nil»i, APS. Kin. 

V Timlin, Cywnn 

ALL FIVE DAMES FOR ONLY £19.36 



■ Plaass make cfiequw and P.O.'s payabte to Eagle Software. P+P is inducted in ihe UK. Orders uraJei £5 plsase add 50p P4P par item, Europe: please add £1 per ifem 
1 Elsewhere add £1.50 psr Hern, u sma - 
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OUR UNIQUE REVIEW FORMAT is 
designed to provide you with 
essential buying information clearly 
and concisely. Following the reviewers' 
comments, the games are left to speak for 
themselves. Relevant screenshots illustrate 
the game's features, while the ratings, price, 
and release date are encapsulated in an 
easy-to-digest form. What more could you 
possibly ask for? An explanation? Okay... 



GRAPHICS 

Not necessarily a measure of how colourful or 
well drawn they are, but how well they are used. 

SOUND 

Once again, this Isn't a reflection of 
quantity, or quality, but of how well it fits in. 



DURABILITY 

, A reflection of lasting interest - how much game 
- you get for your cash. 




PLAYABILFTy 

The big one - how does the game feel - 
addictive or just uninteresting? 

OVERALL 

A useful point of reference - a summary of the 
preceding ratings. 



r 

4 



WHAT'S TICKLING THE TEAM? 



THIMGS ARE IN full swing now 
thai the new team is up and 
running. So, even Ihough waVe all 
beer busy, we've still had time to 
indulge in a little extra-curricular 
games playing. 

OARAN BRENNAH 

Our Ed's been doing Br" lo death, 
but hasn't had much time to play 
'owt else because he's been 
playing lots of foode in his brand 
new long Tottenham shorts (come 
on you Lillywhiles!}. 

GARETH JONES 

Gareth gets Wis month's Mr 
Exciting Award (we don't think) - 
he still hasn't managed to drag 
himself away from Kick Off 2, 
except for the odd game ol Crysiat 
Otresfon his Mac. 

LAURENCE 
SCOTFORD 

Laurence has been Keeping a tow 
profile Ihis monlti, but he's been 
quite impressed by Electronic. 
Zoo's tte Ball Game and 



Msgapnoenix brought one or two 
nostaligic leans to his eye. 

PAUL PRESLEY 

Ever at (he culling edge, our Paul 
has beeri jumping around in 
Switchblade 2, while Manchester 
United Europe has been a 
temporary Kick Oft 2 substitute. 

JOOLS WATSHAM 

Apari from playing the fool, our 
pamtbail hero Joots is still 
struggling to finish Operation 
Stealth, but he has found time to 
monkey around with Tote 

HEATHER PERRY 

Finally Healfier was caught 
indulging m a surreptiltous game ot 
Kick Off 2 when she thoughl 
nobody but her opponent was 
looking. 

GORDON BARR1CK 

Games veteran Gordon has been 
getting his digital kicks from Hero 
Quest, Toki, and The Killing Game 
Show. 




MANCHESTER 
UNITED 

EUROPE 

Krisalis 



WRECKERS 

Audiogenic 

FRENETIC 

Core Design 

PREHISTORIK 

Titus 

GHOST 
BATTLE 

Thalion 

CHAMPION 

OF THE RAJ 

s 

BRAIN 
BLASTERS 

Ubi Soft 



MEGAPHOENIX 

Djnamic 



< i ■■■, • i ■. ■ i 



T'fT-' i I r^TTf 

Ghost Battle 



SSI 



INTERCEPTOR 




Champion Of The Raj 
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Jools Watsham becomes an unlikely hero as he pulls on his 
fur coat and tramps the undergrowth in this long-awaited 
coin-op conversion - but should we really give a monkey's? 




TOKI 

Ocean 
PRICE 

£24.99 

OUT 

NOW 

GRAPHICS 



DURABILITY 



TOKI IS A HERO, a square-jawed, all-round nice guy and, of course, he's in love with a 
beautiful girl!, Miho. She's the apple of his eye, music to his- ears, the beating of his heart, 
the sweet smell of primrose - and she deans up every Tuesday. 
But there's a cloud on the horizon. Bashtar, an evil witch, is jealous of Miho, but she knows 
that she can't get rid of her as long as the great warrior Toki is in human form. So the 
villainess does the obvious - she cowardly turns our hero into an ape and runs off with Miho 
in her dutches. 

Toki's no nonce though, and he's not standing; for this land of behaviour. He decides that 
his looks won't be enough to hinder him on his quest to rescue his beloved. So despite his 
outward primate's guise, he sets off to get his gal back and give Bashtar a good hiding in the 
process. 
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THERE ART: A 
NUMBER of extna to 

Lnlk'Lt on ihc" way, 
IIK-Lidm |* the- lid hi LL 

(whkh unsurprisingly, 
protects Tuki's hva.il) 
a w&lch which 
provides a iLtile cutta 
time anil an extra life 
(culklling JO coirn. 
■Jh nivtn, an vilij 
life}. 



IF YOU'RE SCARED ni the daft, you'd better skip the Dart jungle, m 

ir\... dirld Not only that, it also has some unthinkable- i;rei[u.nus lurking 
in It, iu« waiting to jump on you. 







TOE CAVERNS OF FIRE is a real hot *p«t. w hni in 
fact that it gives yoti blisters tin your hEfciei*. It also 
invijIvt'N a maw ol lilts, nn which ynu go Lip and 
dow< dutlyiiiti acid weaving - and, of tonrw. spitting ■ 
at your enemies. 



IF YOU Kfi AM ULTRA COOL 
DUDE, you'll love the Ice Palace, 

especially when you dive into thi- U* 
tool water and <lt-k'.ii ihu sr|u!d and 
Itt babies,. Thai's ntit all that's in 
tcfifo fur jam though, av a nasty little 
bird circles you, spitting lire! 



WHEN A GAME HAS AIM APE as its 
hero, you'd expect the whole 
affair to be a bit strange, but in 
fact the scenario's the only really 
odd feature. In terms of gameplay, 
it's alt fairly standard stuff, mostly 
running, shooting, dodging and 
the like, but there's great variety 
in there and some of our hero's 
unusual actions (swimming, 
climbing, riding on trolleys and so 
on} all 

An enjoyable 
conversion 

that's as 
playable as it 

is pretty 



help to make it 
stand out from 
the current crop 
of arcade 

conversions. The 
main man (or 
should that be 



AFTER YOU'VE 

BEEN through 

the lie.il oi thL- 

Ovemt ol Fire, 

the cold of the 

Ice- 1 s il n i, I.' i\ nd 

the Kifhiess of 

tin' Durk jmlfik, 

you'll he glad Id 

know dial there's 

a isihrniiLl sla^u 

cum iii ii|V. The 

(■elder Palace 

starts of! with a 

Mini 1 10111 hi 

walk on, hut 

then there's a 

" i ■'■>! 1 1 "■ ride Hi 

1jki\ Juill]] Jllll 

duck to dodt't 
ihe spiked hsils, 

Ihun pren»l* 

yourself lor ihc 

final conflict with 

Uashlar- 




m on key), Toki, is 
a lovable little fellow. The way he walks, 
a climbs and spits adds instant appeal 
- and the good news is that the 



I appeal lasts well past the first few 
1 levels. This could be because the 
I gameplay is so well balanced, 
!* becoming gradually harder as you 
~ get into it (which is exactly the way 
it should be), People tend to 
underestimate the importance of 
appropriate in-game music, but 
when, as here, it complements the 
action perfectly it can add greatly to 
the game's appeal. Okay, Ocean had 
a good coin-op to work from, but 
that doesn't alter the fact that this 
is a hugely enjoyable - and addictive 
- game. 



i in t II \ ii J n i u 



i wwpppp ph i " P m m 
mmmm r^ mmmmm r m i II » H I M 1. 1 1 ! ! 



Jools Watsham 
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MANCHESTER 
UNITED 
EUROPE 

Krisalis 

PRICE 

£25.99 



OUT 

JULY 

GRAPHICS 



^g| sou no 

DURABILITY 



PLAVABILITV 





OVERALL 

89% 



Hughes, Irwin, Ince, Bruce, Pallister, McClair, Robson, Webb, Sharpe... all 
of these and more pull on the famous red shirts as Krisalis celebrates 
the Red Devils' triumphant return to Europe. 




u 



flANCl 





SINCE FEBRUARY 1 990, vvhen 
Krisalis unleashed Manchester 
United on an unsuspecting 
world, the company hai received over 
4,000 reply cards from a grateful 
public, many of which included 
requests and suggestions for a sequel. 
Manchester United Europe is just that 
- and is launched to coincide with the 
Red Devils' own victorious return to 
European competition. 

The gameplay has been radically 
overhauled since the first release, the 
most notable difference being the 
revised control method - essentially, 
there are now three different ways to 
kick the ball around the pitch- Simply 
tapping Fire sends a pass in the 
direction you' re facing, while holding 
down Fire while running allows you 
to then select a direction to shoot in 
{the player will continue running in 
the meantime) and 'aftertouch' 
allows for all sorts of banana shots, 
chips and soon. 

Also, not only have all three major 
European com petitions been 
incorporated, but Krisalis has 
managed to use the correct badges 
and kits for every main European 
team involved. And that's quite a 
few! 



2 : o 






1:1:4 



/""v 



5HAB 



snwi 



THE FVKK POPULAR side <»■ perspective 

gives a lan's. uyc view, with all the pltTCM 
cunecdy numbed for easy identification. 
The hill range ot rume* is available; diving 
header*, banana shuts, sliding tickles, 
crunching foul*, arjfumcnts with the ref, parly 
baths... 

WHEN THE BALL HAS GONE out of play, 

rctt&iiiiiK couldn't be eas-lci. Aim with the 

cross-hair, ihnHii, kick or thr aw wiili ilic 

button and tarry oo with the game. 



\ m ' FIVE THINGS YOU NEVER 

KNEW ABOUT THE RED DEVILS 

1. United' s first FA. Cup win was in 1909, against Bristol City. The score was 1-0 
and over 70,000 fan? braved the winds and rain that battered Crystal Palace's pitch, 

2. In 1915, United won a relegation-saving battle agaif>st Liverpool 2-0. Nobody thought 
anything of the result until a number of bookmakers started claiming that the match had 
been fixed. An investigation was launched and proof was uncovered that, several weeks 
earlier, three United players, four Liverpool players and a Chester player had agreed to 
fix the match, bet on the scoreline and made a tidy sum. All players were banned for life. 

3. 1&58 marked one of the most tragic points in the club's history. Returning from a 
European Cup match against Yugoslavia's Red Star Belgrade, the plane carrying the team 
crashed at Munich airport. Eight players died in the crash and manager Sir Matt Busby, 
though critically injured, pulled through after a life-or-death struggle Many of the 
surviving team members were too shaken to ever play again and when they returned to 
Old Trafford two weeks later only one member of the original team was in the line-up. 

4. United's highest ever win was in 1 970, against lowly fourth division side Northampton 
Town. The score was 8-2, with six of the goals coming from the legendary George Best. 

5. In 1982 Liverpool striker Peter Beardsley proved to be one of United's most costly 
mistakes. During a match against Vancouver White caps (Beardsley's second dub) the 
Newcastie-born striker scored two goals and caught the eye of then-Manager Ron 
Atkinson who immediately bought his services for the princely sum of £300,000, 
However, Beardsley's one and only performance for the club didn't even last 90 minutes 
- he was substituted at half-time in a Milk Cup match against Bournemouth, then 
returned to Vancouver for £250,000. 




"LETS SEE THAI ONE AGAIN BRIAN... 
After a particularly nitinijrabk- goat (oi a truly 
->-n-L Liiiirlar missy, press FlO u.> put yourself 
Lulu action replay mode to relive pom wlory 
{ur, should you choose, your misery). The 
«p*etl car be altered In suit your parriculai 
taste and. anything exceptional can be saved for 
posterity cut n Unlit disk. 
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Lij^Jlu l}Jno? 




ttnnt-1 ii-",l"'- I li-n t ." I 






WHHN THE BALL EVENTUALLY hits the 
back of the net, your player? wecaMunaUy take 

the time - in true ( ,-n^ia styLc- - to lip up tru; 
praise nl the adnriiif] crowd. Qui shouldn'i the 
Lee Sharp* shuffle have been included hw? 



- 

THE BFt;( IES'1' I'-miL, mure hit Ii^k, lhiIv) lest 
lit iiuiinuL-rijI skill lhiiil-v when you chocnc 
which players lo field, To help our, records 
arc kept of lion* many gmin n playeT kit 
«ti"ed, liuw unity finjls he's cnrnrniiicd and 
bew sdnftB iiid fit they ire. 




Alt 



% 



! " "fill" 



■ 



HACK A PLAYER DOWN while the rei' is walthinn nnd liehiTt: [thug he'll introduce you to his 
li i,|ni 1 1 itl'cI L-n.nL 4 uIIlm. linn: first vim gut ii] set dtu 
yellow line, then if you're realty lucky, ynu sec 
the red one. This alto mean-? that can no inside 
for (he rest of the mattb - and yuu mijjhl cv«n 

be ealh'L-E namus in tbe lihlhiwiilg imjinutg s Sllii. 



ALTHOUGH EVERY PUBLISHER who 
tries to better Kick Off 2 is up 
against it right from the start, 
Krisaiis has come up with what 
may provide a welcome alternative 
to the greatest football game of all 
time. There are a surprising number 
of people out there who don't 
actually like Anco's classic (some 
complain about the ball control 
being too hard, others that it's too 
fast!) and quite a few who are 
becoming a little bored with the top- 
down classic - if you fit into either 
category, then this may just fill the gap. 
Its strongest asset (apart from the name) 
is the feeling of complete control that's 
generated throughout each match. The 
three different ball control methods may 
seem confusing at first, but once you get 
used to them, you won't find a more 
effective method of playing football on a 
computer, That said though, the gameplay 

isnt A polished and 
playable 
alternative to 
the one and 



only... 





All. THRHH hUKOPKAN eiirapeiiiinn* out 
be enteral! ttic UEFA Cup, the European Cup 
and (he Cup-Winner's Cup. And should you 

iiiine 4>u1 top-* in tfu-mr, its nn to the 

I in, .[sl ,111 Super Cup Jin! the World Qnh 
Championships l.aj;Ltiiis( the South American 
champs). 



WHEN A TEAM INCLUDES the brilliant bul 

brittle Bryan Robsun, a j«x.xl line iipni 
suhmtituu-s is esftentiil. Simula *ji injury occur 
{or if you jus! want a change) one of your four 
subs can be called up to take the field. Press 

■hi- bum ni andlie'll siarl In wiriri up &I01IR the 

liiui.ldii'ie until the play slops again - then, 
hold up [he desired numbered card and the 
player? swap posltiem*- 



without its 
flaws. For a 
start, the 
pitch is a 
touch on 
the small 
side, which 
makes the 
action seem somewhat cramped: all too 
often you find yourself gearing up for a 
great shot when a defender suddenly 
snatches the ball from you before you 
finish the joystick manoeuvering (Mark 
Hughes has never had that 
problem! ) After a goal is 
scored your players will often 
enter the celebratory 'praying 
to the gods' pose, which takes 
too long to finish and breaks 
the flow of the match. Krisaiis 
heralds this as a mixture of 
arcade and management skills - 
but the only management 
skills involved seem to be in 
selecting which players to use 
in each match and which 
formation to play in. Still, as an 
arcade game it does deliver the goods - it 
may even go down in history as the 
second best football game ever. 



Paul Presley 
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WRECKERS 



Audiogenic 




Life in a motorway service station is hard, especially 
when it's far out in the void of space, about to be infested 
with green alien slime, 

WRECKERS 



TO FLYING OFFICER TWEDDELL it had been a small 
joke. To Admiral Sir larrald it was a source erf 
major embarrassment. While the Admiral had 
been delivering a speech on the importance of sleep to 
the troops, of the Fleet Command, Tweddell had muttered 
a small comment that was picked up by the surrounding 
microphones and broadcast to the rest of the watching 
crowd. 

In a spate of angry revenge, Tweddell was transferred to 
active duty on Beacon 04523 N, a lonely space lighthouse' 
out in the middle of nowhere, populated by two other 
servicemen [both in suspended animation) and a host of 
technical droids. 

Not long after Tweddell started his tour of duty r he 
discovered the imminent attack of a race of aliens that has 
caused the destruction of other Beacons in the nearby 
area- The aliens, blobs of green slime named Plasmodians, 
appear to feed on the station itself, causing its auto- 
destruct mechanisms to start functioning. 

Now, as the Plasmodians approach, Tweddell must 
prepare to defend the Beacon against the attack, with 
only the droids, four Battlepod space vacuums and a 
Plasma gun as his weapons. And as if that weren't 
enough, he also has to try and keep the Beacon's 
navigational bulbs from overheating and causing an 
explosive chain reaction. 

Remember, in space, nobody can hear you get slimed. 




THE STATUS OF THE RFACON is maiiitnrcd fmjvi [his mail, aieas thai arc infested with 

Flasmodians arc shaded, either green or yellow {depending on (he level of aliens), Your army of 
tiniitln tan be issued txjmrnands from here, which you tan then wju-h through (he BK «t iht- 
tracking cameras that riilhtw Ilium amuni 




SHOULD 
TWEDDELL meet with 

an Mii!i-ik-U :-i:xL, ihiiL- 
:i| [he n.- ii.H ii ig 

officers will be revived 
lu toinirtue the fight, 

as tlu'r*'\ imly timmjjli 

sir on the sialkin iar 

oic human a< a time, 

< >t wunse, il thai 

Illliilu.ii is liillod, lit 

Uirns into an 

tmsluppable green 

minister with nu siith 

rcstriclifpus. 



THERE ARE CERTAINLY A LOT of big 

names in Wreckers' credit list 
(well, big to those of us old 
enough to remember them). 
Denton Designs, Dave Whittaker, 
Herman Serrano and Warren Cann 
(of Ultra vox fame). With such a 
wealth of talent working on the 
same game, you'd be forgiven for 
thinking it'd be something pretty 
special indeed. And there's 
certainly a great deal of potential 
here, the concept is a good one, the 
quality of the graphics and sound are 
good and the attention to detail is of a 
high enough quality to make you look 
twice. Unfortunately, you're not given 
time to appreciate any of this as the 
aliens seem to attack straight away and 
before you can get 




Bags of 

potential, 

let down 

slightly by, 

of all 

things, too 

much 

action 

deserves and 

usually only serves to confuse the already 
tricky issue of killing the aliens. This in 
itself is difficult to get used to as the 
isometric view hinders more than it helps, 
making aiming a very finicky process. 
Make no mistake, Wreckers is a very good 
game - the pity is, it could have been a 
great one. 



Paul Presley 



to the necessary 
areas to respond, 
half the ship has 
already been taken 
over. The sub-aim 
of having to keep 
the bulbs from 
overheating and 
the ship running 
along smoothly is 
never given the 
chance that it 
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103a St Johns I {111, 

flapham, 

London SWU 1SY 

200 yrds BR Ciapham ST. 

Title OurPrice 

3D Construction Kit Special -£31 99 

ArmourGeddon £17.99 

Atomino £17.99 

BeastBusters. £17.99 

Bill & Teds ExcellentAdv £17.99 

Blade Warrior.. £17.99 

Brat Special -£15.99 

Cardinal of theKnemlin £16.99 

Centurion .£00.00 

Champion of the Raj... £17.99 

ChuckRock Special-£15.99 

Crystals of Arborea ..,£17.99 

Cybercon3,. Special -£15.99 

DasBoot £00.00 

Eye ofthe Beholder Special -£21. 99 

Flight of the Intruder £17,99 

GalacticEmpire £17.99 

Gern-X..... £17,99 

GermCrazy ,„,.,, £17.99 

Heroqjest Special -£15.99 

Hill Street Blues £17.99 

Hydra £17.99 

Last Battle £17.49 

Lemmings Special-£15.99 

Lords of Chaos £17.99 



£3 PHANTASTIC GAMES 



16 BIT SPECIALISTS 



Telephone: 

071-738 0617 

24 Hours 



Title Our Price 

MegatravelieM £23.99 

Mercs ....£17.99 

Metal Mutant Special -£15.99 

Moonbase £17.99 

NavySeals Special- £15.99 

PGATourGolf £17.99 

Premier Collection .£17.99 

RBI2 £17.99 

Rail road Tycoon......... Special £24.99 

R-Type2 £17.99 

Secret of Mo n key Island , Special - £1 5 ,99 

Shadow Dancer ......... Special -£15.99 

Spiritof Excaiibur £23.99 

Sliders £17.99 

Stormball .......£17.99 

Stratego... £17,99 

Supercars2 £17.99 

Swifchblade2 Special-£15.99 

Super Monaco 6-P £17,99 

Thunderjaws £17.99 

Toki Extra Special ^£14. 99 

UMS2 ....£25.99 

Viz £17.99 

Warzone £17.99 

Wonderland £24.99 



All software/Hardware is subject to availability. 
Titles not available will be sent on dav of release. 



JOYSTICKS 



PRICE 



Cruiser 

Cruiser Auto ...... 

Stingray 

Sting ray Auto 

MantaRay 

Superboard 

Speedking 

Speed king Auto. 



HARDWARE 



....... £8.99 

£9.99 

£11.99 

. ... £12 99 
.....£11.99 

£1399 

£9 99 

£9 99 



PRICE 



A5O0 Mouse, Mod etc , £330 

A5001 Meg , , £370 

Vz Meg Expansion ,, £34.99 

ValMeg + DM £44.99 

1 /izMeg + 3Cinemaw3reTiUes ........... „ ,.,.,,£54,99 

Amiga Drive + 4 games £74.99 

WE ALSO STOCK 8-BIT SOFTWARE 

ST, PC, NINTENDO, SEGA, MEGA, 

& R.P.Gs 

071-738 0617 



Please state format when ordering. 
Please allow £l Y&Y on software t5in II W 



r 




3maptatfott ~ ^g 
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Commodore C.D.T.V. (Plus 3 Titles) £599.99 

Includes:- CDTV Player - Remote Control Handset - 

Disk 'Welcome - A Guide to CDTV' with Caddy 

Instruction Manual 

RF & Audio Connecting Cables 

One Year Warranty 

Two Other Titles: - 

Hutchinson's Encyclopedia 

Lemmings 

CD Remix - £29.99 

Music Maker - £34.99 

Battlestenn - £29.99 

Falcon - £49.99 

Wrath Of The Demon - £29.99 

Commodore 500 Standard Pack - £329.99 

Commodore Amiga 500 Screen Gems Pack - £399,99 

Commodore Amiga 500 'Class of the 90's - £499,99 

Commodore Amiga 1500 Computer + 2XV/2" Floppy Drives - 

£699.99 

Freepost DC 574, Doncastcr, South Yorkshire, DNS 8BR 

Send for our catalogue for all your role-playing. 

Games and computer software, for the Atari ST, 

Amiga, C64 r PC, Spectrum, Amstrad, 

Segamaster & Mega drive, PC Engine, Super 

Famicom, Game Boy, Game Gear and 

Nintendo and Console games and miniatures. 

Send £1.00 for your catalogue which is redeemable on your first |iiir< h.i^n 



k 



0302 786135 (24 hour ans) 



J 




free fd? 

ring for free info pack! 

what have you got to lose! 



FREEPHONE 





0800 252 623 

Or (051-924 0200) 
(24 HOURS) 



Or Post Free To: 
UNBEATABLE PRICES, 

FREEPOST, LIVERPOOL, L23 0XH 






FRENETIC 

Core Design 

PRICE 
£20.99 

OUT 

NOW 

GRAPHICS 
SOUND 



DURABILITY 



PLAVABILITY 



OVERALL 

71% 



Fast frantic and frustrating. No, it's not The One's office, but Core's 
new shoot 'em up. 




TYPICAL IS NT IT? Just when you think you've found an 
answer to the Greenhouse Effect, along come some 
smart-arse aliens who spend the next two centuries 
hammering the hell out of the ozone layer. Now, fn the 
23rd century, the Earth is coming dose to exhaustion 
thanks to the attacks from the planet Mozone (ho ho) r 
and air conditioning manufacturers are making a mint. 

The human race's only hope is to find a new planet with 
an intact ozone layer and start again from scratch. Two 
scout ships- are being sent to clear a path for the mother 
ships carrying the people from earth. These gigantic ships 
have been constructed from all the scrap metal that would 
otherwise have been left behind (about 90 per cent 
portable air conditioning units and 10 per cent Robin 
Reliants), 

But before the mother ships can safely orbit the new 
planet, there are eight space gates for the scouts to battle 
through, each hawing different aliens and environments. 
Guess who's been volunteered for the mission... Yep! 
Yours truly. Good luck on your mission. You might not 
survive. You may miss loved ones. But remember, you're 
doing it for the human race (barf J. 



YOU TAKE CONTROL of a 

Irint'iii- ship i.lcft:. Guide ii 
thmugh ihc meteorite storms,, 
rooting sphui»iLU and snake-like 
aliens, It all sounds a bll daunting, 
hill you're heated to many power 
tips on (he way, so Wasting is 
made easier. 

11WKL TWO (righi) J**ii ih* 
'biological' mould (groan}. The 

swarms of small aliens vhuttFd 

pli'iM' die crii'L'L'i' happy iiiimi^ 

us, while the intestinal 

background k i m. i::li to put 

a nyonc off their him Ii" 






TTT 







LEVGL 3 THE SPACE STATIOM b Kite something straitf-l from Star 
Wan. Flame tfapoweri and cannons alumnd here, jy wrll as the usual 
|ik-ihfl!Ta of tedious spatt shipi and link* droids. 
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A < I )UI*1.£ OF overgrown -crusiaccans jsrce't you at the end of level 
Iwo. They eirL'le jiihlhiI you, TOnlintially spiltinm bullets. The only way 
to defeat these squids Is In follow their roftislu|is (or afeotlld that be 
tentacle steps j, by sjoinL' round behind them and Oiimthi^ whuu tht;> 

jjlii.U.- ihuvi- j-rm. Easy -eh? Elm,., lu! 







W: 


U I r .. 

r ■- 





TO LENGTHEN IHF APPFAI. there's a two player mode to have a bash at. Simultaneous 
I !'■ in.; is more Inn, I?l'l,i use tile unitiiiv «% vrijiud oiu iiilli li «mm' [[iii< Sth . 



IF YOU FOUND iheothei endoi level ilicns easy (libber}. yoti'N 

definitely find this one a challenge, The mother ship hovers lnim -.iiU- 
to tide I i n n li luetl ami bullets in all directions, Both side cannons can 
b« shot of f, but to llnisli it oti, lIk- innin body needs to be demolished 

CORE HAS EVIDENTLY TAKEN a leaf 
out of Psygnosis' book, as you'll 
see when you witness the great 
intro sequence. Start playing the 
game though, and you'll wonder 
where those impressive graphics 
have gone. The in-game pictures 
just don't come up to scratch. The 
Sprites are not particularly 
original, and not very well drawn, 
while the background graphics are 
repetitive and far too fussy. It's all 
too easy for the action to get lost 
against the unrelenting detail of the 
backgrounds, and as a result it's hard to 
know what's where and who's shooting 
who (especially in two player mode). 
Although the 
music is quite 
pleasant, it 
doesn't make 
up for the 
rather weak 

graphics. There are no brownie points 
gained on the gameplay front either. 
Frenetic doesn't really make use of any 
new ideas, and in the later stages it is 
merely frustrating rather than 
challenging. There are plenty of power- 
ups, although some of them are pretty 
useless. For example, you can collect a 
side shot that is quite handy, provided 
you want to hover on the left hand side 
for the entire game that is - it only shoots 
to the right! When you add to these 
complaints a jerky, flickering scroll and 
stodgy ship control you don't exactly have 
a recipe for a classic game. 



Jools Watsham 



A tolerable 

blast - for an 

hour or so! 
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REVIEW 



With so many platform games currently available, a fresh idea is as 
exciting as the invention of the wheel. Titus gets fresh by turning hack 
the clock. 




PREHISTORY 

Titus 



PRICE 

£25.53 

OUT 

NOW 

GRAPHICS 



SOUND 



• DURABILITY 



^XPLAYAHILITV 



OVERALL 





ARMED ONLY 
WITH HIS CLUR, 

1-tiV yets out on Ik- 
Imlmi, Um tliibbini; 
every creature hf 
iniiH-. across is unh 
half the slury. When 
they've beea 
rendered helpless, 
Mils, cin turn them 
■n Bo liis dinner 
<|ui lLli than 1 
microwave tun heat, 
simply- by jumping 
mi ilium. 



Prehistorik 



INNER TIME IN THE STONE AGE could mean 
anything from 10-foot dinosaur spare ribs to a 
bowl full of stir-fry insects. But when the food 
runs out and the only things left to eat are 
other people, it's time to take some drastic 
steps. 

In Rik'scase, this means 
fighting almost every living 

ing that looks like a 
potential entree for 
tonight's menu. As the rest 
of his tribe stomp off in 
different directions, Rik 



picks up Amicus, his trusty club, and prepares to hunt 
across four levels of primitive self-service restaurants- 
Wandering around collecting food is a hard enough life 
for the average caveman, but ftik must also dodge the 
various obstacles that block his path if he wants to reach 

the end of each level 
intact. He'd better 
make sure he has 
enough grub to 
keep the hungry 
I hordes happy too, or 
it will be Rik Risotto 
on the menu. 



ONCE AN 
ANIMAL baa 

-■L-MllllLCJ iTEim IIS 

domicile i and Rik 

has seen In if that 

they wurt't return) 

he eaci eiitur thi- 

■cave and search 

fur «tra food, bonuses and weapons. Watch nut for <hc various nasties 

iitMLLL- llmn^li. 



■ 




>M c-.VM. 



HERE'S RIK'S CHANCiH in pump into the lake, have a quick swim and uillevt ,i few 

bonuses while he's: at Lt. By acdduni of hy pure instinct, he'll rand these hidden serins 
Snnie art- where least expected (beneath tbe Jjuut'imm piranha perha-ps-1. 
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THE HEAT IS ON in ljf><;l 4 a* the temperature rises and volcMOtl start hlawirig their tops. 




BEING A STOS CREATION, you 

wouldn't expect Prehistorik to be 
in the same league as a top-class 
game like Chuck Rock. Well, 
you're right. Horizontal platform 
games have been done many 
times before, so to stand out from 
the rest they have to be pretty 
good. Unfortunately, this one 
wouldn't even stand out if it was 
the only platform game on Earth. 
It has little depth, repetitive 
gameplay, a fairly two-dimensional 
environment and levels that are too short 
to keep your interest. The graphics let the 
whole thing down tremendously, being 
far too small compared to the size of the 
screen. Sure, they're cute, but you can't 
rely on that alone, which is what Titus 
appear to have done. The music livens up 

*• Not an 

appealing 

game, even 

for ardent 

fans of this 



genre 



IF R1K GETS TIRfiD nf walking around he can alway s hanjf utiIu * tuiTtch of balloons and float 
•way. This might iound like a breeze, bul it isn'l. Deadly iish are continually jLunpJrtg up and 
Irving to nibble at Rik's 
toes, so navigational 
ifltills are needed Here, 
or else you'll end up- as 




atmosphere, 
but that in 

itself isn't 

enough to 

make you 

come back for 

more. 

Prehistorik is 

definitely an 

attempt to 

jump on 

Chuck Rock's bandwagon, but not one 

that is going cause any major upsets 

outside of Titus' offices. 



THIHOTAND 
STEAMY JUNGLE 

contains all *or-U or 
.. -i .1 runes just waiting 
to throw nuts a( Rik, 
even the squirrcls- 
This t™« aninnd the 
I m muses arc waiting 
inside the trees, 
guarded by all 
manner ^ strangle 
Inhabitant*. 



Brian Nesbitt 




THE END OF EACH LEVEL brinns up th* 

usual jruanJiijn. A hune dinosaur is die 
inrj:«'i ji the end of level one - hit this with 
a few well aimed bashes on his/her/its foul 
and She round is yours- Olher 'detijjln*' in 
Stone aTK an aTinOur-jdiied fhifLOC If OS and 

One id die biggest cave-men ever, 

BELIEVE JI OR NOT, out in the snowy 
Antarctic it's pretty damn cold, So cold in 
fact that the penguins have tr> mmi- ink rjl 
their tavi-s to warm opt Thfe makes il easy 
1 1 1 r Kil Li» duh (hem, despite having nothing 
warmer than a loincloth around his 
particulars. 
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"Up from graves the monsters rising and attacking hero is having to 
beautiful girl save". Bad translations abound in Thai ion's answer to 
Ghost busters* M ^ 




vV- 



GHOST 
BATTLE 

Thalton 
PRICE 

£23.42 

OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAY ABILITY 





BATTLE 



LOVE MAKES PEOPLE DO all sorts of strange things: 
whistle soppy songs while walking dowrv the street 
wear a silly grin, enter haunted forests to rescue fair 
maidens from evil monsters... at least that's the effect that 
it's had on the character in this German arcade adventure. 

As it happens, the fair maiden doesn't even know he 
exists, but should he manage to rescue her from her 
plight, he might be able to convince her what a macho 
example of manhood he really is and how spending the 
rest of her life with him would be the best thing that 
could ever happen to her. Or something, 



R¥K FVE, THINGS ARE LOOKING » Be*«My bit familiar. 
UnoTiRinalily aside, the catacombs art home In all linnin-r <if ui,ni( 
ccnlipcdcs and killer spiders, 




THE < HUJGATOKY cnd-of-lcvcl eunduui b of 

mc LLMiJtl (|nilky. Bikmit ihan everyone else j.ml 
surrounded by iire-iirt-'athiiii; druuon statues 
(■ptsrhiip* he touldn'l affnrd Ike real ihinKs), bo's 
nnt about lo jpyt up without a light. 

BETWEEN EACH I.IVKI. fm , K offered a 
iiliinpsc of ihc overall iruji. Piv« levels of 

nwunLTi, jitolfonnis and mazes stand hclvrccu mir 
hero and his briaV-Uj-ln:. 
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OUR HERO STARTS HIS QUEST for hli In.e love in the heart of an 

eerie old fares!. Initially hi*, on-ly weapons aie DtotlCt and bomb?. As 
liirn- W o« 5 by though, he set* th« opportunity Id pick U]i MOKuting 

'n:iu fHiwL'rlLil. 



INITIALLY, THIS GAME'S most 
impressive feature is its music: 
early Jean-Michel Jarre is the best 
description on offer, and very 
effective it is too. It's a pity the 
rest of the game doesn't match 
the music. Graphically, Ghost 
Battle isn't had, it's not going to 
win any awards, but the sprites 
are very detailed and - most of the 
time - nicely animated. But that's 
about as far as it goes - the 
gameplay is largely uninspired 
and seems to be a clone of virtually every 
other spooky scroller going. Worse than 
that, Ghost Battle is riddled with sour 
moments that make things very 
unfriendly. The annoying lack of a credits 
option or level codes (things that are 
pretty much - 

A cross 
between a 



standard in 

arcade games 

these days) 

means you are 

sent back to 

the start of 

level one after 

your three 

lives are spent. 

Once you 

complete a 

level there's 

absolutely no 

incentive to play it again and it just 

becomes tedious having to work your way 

back up. The controls aren't much fun 

either, being very finicky. The box reads 

"Thalion, Sometimes it's frightening." 

After playing Ghost Battle for a few hours 

you can see why. 



Paul Presley 



poor man's 
Ghosts And 
Goblins and 
a poor man's 
Shadow Of 
The Beast 




OFTWARE CITY 



Unit 4, B.D.C., 21 Tempie Street, Wolverhampton. WV2 4AN. 
Tel : 0!N>2 25304, Fax: 0!H>2 712751 

CALL US ON : 24 HOUR CREDIT HOTLINE 0902 25304 



n 




ATARI si <;ami:s 



< OM1MLAIIONS 



ATJUtt 

S-DPooKNo* Pncol 999 

EDOOOlAaayK Undo* The Soa 799 

A.P B [HmPvx] 799 

Ai).*1«h1 IJ*SH .'r,M. Si .1 1 7.50 

Ad«ancod Fuji llx MnSIm 6.99 

*MiMt*.rnc* 7.99 

AMnalbrHjMtw] 71 w 

Alww«utMCr>: 13.99 

.mvjrcd Hovoogoauoft 7.99 

fcTOii-GrtdoolNcwl i? 50 

Ai.r-«;R,TfcrKk1 1199 

(Konncirtaw) .17.50 

AacliMaflE Hammer 7\99 

Vi'KntlN™ Pi»*| 17 5* 

BAT 24 99 

BackToTTM-FLllMZ. 17.50 

Bartnammon 17.50 

"VBiji (JanriUVni 17 50 

R«**ri«n? „ 7 99 



BalmanThaCaaodCnKodar . ... 

UalitCon-mand 

9aiiler-w»H)i 

FJdttltHCh 

Bolrayal 

BwrtcCocnmando INewpTcsi 
HLiky8SwyS.;W( 
Bbllkluq UI.1U0 

LHaHNJWI 



7.9" 
17.50 
?»50 
24 99 
ZI.50 
.7.99 

e.99 

17.50 
If* 50 
999 

17 SO 
1750 
l?«i 
799 
17 tO 
I7X 



,-CU9h B 

BiHJoaMBiei 

BndgaTulor 

OaaMr. ". 

Cnrtm«,Gmwi ifw-PiCTi 

Cjf'lMl 

CanioTComniBndr.NawPncal 9 

C<^sli«Siiu»» 9*9 

gilP|Juiirjm»j<N>«1 173a 

C~iaos Fjdtor .9.99 

CTaojSttuBs8oi* ._ 17.5* 

Cikb*H.Q.Z IT 50 

MtOmtm 17.50 

Chut* Ha* |IW| 17.50 

" lcJrNopProl 6.99 

2« M 
..Z1.S0 
.17.99 
7M 
.17.50 
..17.50 
....7.99 
..17.50 
l» 
.17.50 



-33 I vo N 
CodonenHtt^moii 
notion Fwhii^Fo' Rr*rKiilHcn.| 

Catenate Boa uasl 

CotefodoTT!: 

GcHOWtn grids* 

COtiSSLlf ChBU 10 

L^HthrcrcaJCrcus 

Cc"pora»on t "ratc-iOw*: 

ConSS* , «*0«l »*8tto<lCH« 

CougnrFefaa-iMawl 

Counl Duckula 

CiH-^HirAfii^i. 

QyEUfcafAjtcffiaiNowi 

Cursc-mAzurcBonds 

&jiki DvuMrkW, Rucita 
ruiny^KimpMntCMnecChJlWiS* 

'Jsr-ioclc-5 i MiStXiDlXS 1 BjZ 

5rVUctf'if5C"Mr'i*4pi»Pii«) 

IJt.jjiEim 

tVabiraWPcaar 



DenB"aJi-rN»";i 
Omai1t|HB»Pni»l 

Eih:(«o»i 

Oc-wUnAlpftaMJlC'iaw 
»uoon 5>Hii.;N<*>-Pi:i>;. 

I>aganKLalr2 

Ck*£bn 

Dili. INswPncal 

l>um3M*« 

>j"f3K--|WJS|B< 

CkngaonMaslBi EdCor 

E-Uo>wlSpwiiilOtl»r) 

Fctl ItlA Dirfi 

EIW 

Elvira 



aupmHMhjHr,,. 

FncjlandCy-iarpiffliSf-tr: Spocla: 
L it zooy taupe I Laanuo\Now) 
F 1 6iixnnnftfc< 

F-lflRlH^ltFiVlhlHl 

F29HDtaialDr 

1-aJcniMBaHiDbclcrZ 

FarnouoFpw 

F.l|-I.l\r kMtYldQTJy 

Fj=1*dckI 

l : odcr-rtonotriEeTrarJera 

F** -hi! RHKaaOna 

FinalWhsib 

HiCUTlS*) 

HralCcfflad iSpooalOllwt , 

p TT WIH i n w HN— P»»l 

Flood 

FooibollQroctorS 

! «*HlMaiwo«f a * LvsKr 

FtngchodJJfJnOarFI 

Fur School 3«-71.. 
fu-. School 3<7t ... 



17 50 

.17.50 

..zi.oo 
995 

...7.90 
.17.110 

b\M 

7.99 
.17 50 
...9.90 

ziM 

799 
17'jO 
1?» 
799 
3199 
...21 .W 
... J» 

...17.50 

099 

B.B9 

.17.50 
..I7.U0 
..ZlSO 
17 50 
17.50 
17.30 
17 50 
2150 
17 ED 
13 99 

n as 

6 99 

655 



450 
399 

.390 



Fi*nB»»rtnjlli.ScMCTjlO*loi;' 

ruiii.fctiiii 

G a tl rao/ra Dom ajn QJaw Pnc*i . . 
GaiYLHiDVef&Het5lHli 

onnifH 

Osi»iiui3|hrw| 

C3mzu2 

□■Hiiljurg 



790 
.17 50 
..13.99 

17 £D 
1750 
17 60 
999 



ci.wuJi^acwntesptoiicrt!"':. 
w 

GDffi;|)N(hM> 

GnfcfcnAjw 

Cwty* R(l, '""' , » F "i" 1 -** 

cliinfifkp 

MiimclEl I'dpi,:, Jiutlml 

■ta-dUimp'INewFnwj 

-Li'iirjimn ? 



■to'cL>.cai:Nc«) 

lIllSl'WBOMlNwi 

rtli.rti H*nnuCiJKl!>7tiTlniC(.lM > 



Ha -MI.I.:. 

Hitta'MiMt 

|P|s>-aG5iCE<WI.How! 

l«1pplfc*M 

I i^''iirtl*"i Wil kM HW^iiy 

iTC-natordl Kjralo ^ .. 

..Ud N«*iaui Co" 

JhhAiHjl:K!'L»ig.1ii(ifJ-.|f*iw| .1750 

Jjmretoml 1 7.50 

J1W5 |N«vHn») 

JoctybVUiai'DEMi.. 

KA'ikiUA 

KintoKU2.. 



T.» 

799 
17 50 

17 50 
21 tO 
449 

17EO 
MVi 
17J8 
17^3 
1750 
3 99 
/?9 
1750 

17.50 

17.50 

JS9, 

17.50 

1>.M 

1750 

17.50 

7.99 

.17.50 



Mttti Uak*5f Scrar Marwcm 
Kk«.0* hlimWti..., 



..7.99 
..3.99 

7W 



KK*.OMJ 

«t:k'OI12 : rjlVUnsbe. 

Hi^iOil l Amino TartralNwrt 

KiiRjCknd 

KllluC^TeSlKM 

<(Lh.'MDi. FVkoI 

LMlMriaZ 

Lrt0Mfijh:<l«l«4*) (ilPIV*** 

LegoncnlFao'qhai 

I AstrDSLfl-jriy 

Ln&VBEWIUr'y^J?* Ffl'L*** .. 

I aij'iKii1^*Ty7nocP*:k 

LfiHirtnimNewO 

LrtHePull 



*TJU1I 
13 44 
...999 
.799 
17» 

.17.50 
.7.99 

799 

ew 

...ZIM 

...ja.99 

ai.M 

...31 (H) 
.. J9.99 
...17.60 



Lor*Wt1RAf H6ly:M«.FYC«| 

Lo'dtal Lliaas iNewi 

Lo7jsEspnlTuibo€liBlflnaa 

Mi7ar*Pi,iHK"' 

ktiri:h«twvJ« 

MularBluai |Ntw) 

MflcaTrnwIlef 1 



...7M 

..17.50 

..■7.90 

zi.50 

13 99 

.17.50 

7'V, 



kfeifiic/iAiwiant* 1750 

MHwlntw 21.50 



MgfiB 

Mljlll 5 -Rwi.l..J:> 

k*»-ahlx-Fjcc!.:Mo»: 

Moanwakew 

M'HbHSikkwICHWi 

Mull F1ll)»»S<x»i U«n»9*l 

N.AR.C 

Nam ;Ndw) 

Noy/SmIi... . 
NtuvUiHjlSLWflOIWl 

rrtw^iflla'JSicrv 

PHafflStim 

fxn^nabOftHSBw). 

rim., Pki, ,■ 

PJcm And 5oLlh iMewPitco) 

Opw attar Ha Fie* ;Sci«i» Otien 

i.3iwalior.Ho<T-ui |Nij«-P- ra ;, 

Oihi;iik.,?.ihji1i 

OfrfrfllK-i-tWfi-T4w*Pni»i .... 

Outrun 

Pmnini iSWcioj Ct»| 

P E«*<W„.I,.| FJwnuil 

PlwatUII 

flmosFinHowftMl 

Pii^?-«*!"»y«' 

Popukkis Boa Sim City 

tcpjkTUj Nm« WorBB 

PnoKrakiPol 

FTOdafloriHoii FYlc-ak 

ProTfmslou' 2(No»|. 

Fictu' 11 

PLC-fnval 

L;1iCf,-.c^L>S>^'l 

Rdi7*i«lti»i«1 

FKKlSlcmRinrij 

HcoaicarcD-ipeojlOffotl.. 

RococwZ 

Rock aj/WcM.Hanux-- 

RdcKdI Roncjn mg«rP-K«; 



20 99 

1J49 
17 50 
.'99 
699 
17S0 
17SO 
2150 

1740 
399 

iaa» 

17,W 

... . *99 
1750 

7SS 

.9.99 

7» 

17.59 

7.99 

7.99 



StevoCWB Srixkv 

SSmiBiil INw*) 

FfftflFsif»l-u«ilw|N»«Prl{»t. 
i-.-pP*iH(N«w=iic»i 

SupwCar>2 

&^n»H*v<l" 

GuMrbkncoG.P ffiem] 

IJjp«'Jt1H»3PJ«v 

SurtcrtOadc |HwP-Ka» 

&ww;Nbw) 

Tjt:l«-*'rt(.SiT.I>to»| . 

Tjjgtijr . 

f fram Stiiutj 

Team/ar+Bfl 

" ' 

TManqcUj-jrlHofoTLrliK 

Tdna 

^i»oSluOo»M>*wP.i«) 

TW.I!llAlblAd« 

Toob4n(Ntr»FTCD| 

Toumanert fefl 



T0)BJ1ia**8TBsl|j 

Tr*ekju«H»iwfl#rgf| 
Traisurc-l! 



gf|N»»P»to»). 



7rct*odio'TWCTi5i;i 

TnvHlGBmo-lXW 

Liv^lFl.i^nil 

rLrForm'SyTHriEPoolsiHMnoFTOOcw 

TuiTTcan 

Ti^i'imii? 

II M S ? 1 1 MuCnlyl 

U lima 5 

LiBjmalcSoni&rujhtcniMnJ 1?S0 

LV".rwHr:Spw«IOnVl S99 

VUUnhl 799 

WHNmO 13 99 

WfZiri |l*r>n 1399 

W,-i.k'l . .A.Ki'ijm 17 50 

Wrdit]1Doalii9lPaiiin|Mi«'i 13SB 



WrrnqTaclkn Watt 

WBlUmncrT 

WuDbI . 
Wft«tel^h(S|N»w| 
WaiHCfmr4DKrel'inl 
WaibOii™ani|iiu3<»: 

'A^iktC .^ ■ I ii.i,l(i-l^;.i.. 

Wralrn1t-K-l>iiicMi.. 
V-OuKEporalW^I 

K^tWWi 

XDinri£|N</^ -ncc-i 
JiS*ote|h«rPncaJ... 

7tA. I :il ? B 3 



Ml-.MCf 



PHtMIEfi COLLBCTKM 

FTmfco'i. Owtjl. Luai 4t)o. Tustsr a inlairaoons' 

Karato - 

II. H) 



SSKCEFt UUIIA 

Foot»l Manoojc.' Z. IActdchim* Sorcar, FnatUI 

Maraoar Worte Cup LoBKm 1 bun Supv 5aoo» 

17 JO 



ptmtH HP 

Kalnoow IstaiKl^. Tumcan Uluuff H.O.. X-Out A 

ajlDicd EleaS 

ZI.DO 



HOLLTWOOO COULECTKW 
RDboCot. QlKKtbudart 2, Batman Th* 
rdjuia JDrtes Lasl Crusada 



THE WINNING TEAM 

A.P.B., KUi. VnUC4C0l^, CyTm-l:Hl I F:i:lh|«^F1h:ihI i;1 

iiih Robul Monsnvb 
21.50 



POWER PACK 

Xwk*i ?. t v spom flm*ii«« FMiiimi. Btsenw/tn I 

LljrtiKd H *.C Rjll|i 

17-S» 



COIN OP HITS 3 

OvnariT* Wb'5. Nria SJctH. Vig^anto. Hammnm&c L 

(JltmJa *nd CNhIs 

J1-50 



PUTIBLPJI 

Slnctar. Slack ttiar. Fcco/jRon Wbitda a GhoLb and 

3IUK-3 

!1.» 



CLASSIC 4 

[HtflltlMnc*] 
twadan AxtMHii, BMajaDn 1 Garflodds 



SEGA MASTER MIX 

F^unvonOttftny, DynamMa Dui, CrftcJfdown. Tut*) 

Outun a Cndu'o Baoof 

Z1.BC1 



1750 
....7.09 
....0.99 
...T«J0 

>3N 

..Z1.50 

...n.99 

7M 

11.50 

.17.50 

..17.50 

?7 99 

...J. 99 

E.99 

7.M 

U99 

17.50 

..»iB9 

17S0 

790 

17 50 

490 

990 

RljiiiirtjMtiM:Mo»Prm| ' 7 99 

Sucroccl M>*ayliU«Ji 1 Mcn| 21 50 

SiadowLvirtru' ir*w) U» 

SHBdowCHTi w ft, 0! - 1750 

Siw.'mir,Mt|HB».Prlc«i 799 

Sftxr. Em UaCcretn^timKlt Jl S3 

Qw.Crt, ATK(Pi>pim,t 21 50 

S.-C.rpTW.trJF.In-WH*^ 10 44 

SttJIAiidCioubcmoiiNowl 1 7.50 

6imM»*niaj«aalCAB(| 399 

Soa«*>Bl(Nm.PrKa| .999 

pHrim 17 50 

SotimfcUINM* 7 99 

SmfKHwlnoddi 1 7.J0 

llM.nii a 7..o-tj,s 1309 

"-Vi-iSpimalCBIor)- 9S4 

iTn_bsYlSp«lil'OmK) 9.99 

1750 
....9.99 
....7.99 

• •' M 

7B9 

.17.50 

1 7 HI 
....7.9b 

17 50 

7.99 
.4.99 

lf.SO 

?t50 
. fr.99 

17.50 

O.M 
999 



nSTOFFURTf 



THRIUTIME PI.AT1HUM VOL 2 

Bugoy Bo>'. Uombiack. Spaon Ha'iw. Uva and Lai DM, 

TTuidafoatE. Beyond Tlw lc* Pann And Battlaslupj 



SPOH.T'MG WlNNEFlS 

Dolly Double ikrs* Racng. &1c^b Daw Siw*.Bf K 

Unar dough's. ' K*aJi Foituios 

17.50 



gpOfiTIMG 66lC 

GaflftynfL GainH. Tlw GaiFoa Wrier E Sj-ttwc 

EcMari 

Z1.D0 



MULE 

Paperboy tihoss and Uobana, Otwriandar & Spac* 
Htariai 

17.50 



CHALtFHtlEHS 

RghlDf Uomtwr. Supor Shi fKk Cttl. Pro T Minis Tour i, 

Sliiirl Car 

21J9 



HINT BOOKS 




HardsTaki ! QfSarH 


S.DO 


ChainponiOfK/ypfl 


7.99 


Codflfiama losman 


S.99 


Cdonekjeeojuesl 


699 


Cono5J93tC*CBni9ioii 


B.99 


C JIM CH A^|.reBui 5 


7.96 


L>aqLTisO)Fla'ne 


4.00 


DjI'tJL'O'lk'dylLT 


9.99 


hwrocsallhaLaryoa 


i.lXI 


HorcosOucaJ: 


H!)"l 


HfWtr 


7.89 


hnlana Jonns 1 hoAclvRrtluff? 


4,99 


H!masChJ"5l 1 0r?(K90f 4 


S.99 


LeiaufaiirtUnv 1 orSof 3 


893 


WafilxjnterinSanFpflnosco 


S.93 


MhihlAMMajioz 


5.99 


Pdiua OueatS 


JJ.99 


PpalOfladimicB 


7.99 


QupsirotGkfya 


7.99 


SaYagptZmpJrc 


i.»a 


SKrc? CH Trtc SiMcrCadK 


7.SS 


Spam Quasi 1 w 2 pr.T 


B.99 


Lfflmnki .h rcti 


S,» 


1-krvlB ami hps lor 40 (tltofl fldudlPfl:- 




Oopdsriame iceman. Fulwe Wai». Hound CM 


Shadow. Indiana Jones, LoftjiesuH LAry 


3, 


Loom. Mantiunw H San FratKiautk PcHfeo 


Ckesl 2. Spans OuMt J Ekmlc Todt. Chain. 


picrt: Cf Kryrn Etc. Etc. Dc. 





7.99 
ij 99 

17 59 
799 
..499 
..t.99 
$98 
1299 
9.99 
13» 
17S0 
2150 
2150 



J 1 .*10 PIECE CKSCBOS €.99 

31*50 PIECE D1SCBQX 7.99 

alAtfAPIECEDISCBOX 9£9 
3.6 inc DOUESlE SIDED. DOUBLE DENSiTT' WITH 

LABELS! i: :iii 

ID $.90 

» 1?50 

MtXjSfcHAlS Z8B 

3T*AQ EXTENSION LEADS 5.99 



fiftPEB FOPM AND IIWNUr«M 

AlM^fli^lFTFIST&UlSSjilipxiD.aiialaM'o;. .Lut h n tn tuupon and wid k (o. 

SonnafB Cij UHH4. Buurwu DamapnMnt CanBf.Zl Tampta JlnL WBjUWHimneri. WV! *AH 

ORDER FORM (BLOCK CAPITALS) 



Addnu 



.799 

*99 

799 

2150 

.. I 3.99 

I J J9 

....7.99 

..21 .M 
099 
..7 99 
..9.99 
••99 
.6.99 
9» 




POSTAGE RATES. P1*M*a« SOe Iw pwt OT^ (***OTig onaH crfari LaaMr K.DO EEC oounTiat add E I 

pKlwol. P4onieCt*l«pafaBam. 

PAVTU5.B.Y CHEQUE Choqun payabh ki Software Qb. 

C«IT(H ..„ , Ewiry Oat»_ _ _ „ ., 

aVgnaaaM — EUROPEAN QKDER3 

DA - ... ,. MASTERCARD 

EUAOGAAD ACCSTEO ONE WV31 




How do you cram the whole Indian sub-continent, more elephants than 
you'd find in a circus and a jungle full of tigers into an Amiga? Gordon 
Houghton finds out. 




CHAMPION 
OF THE RAJ 

Leve!9/PSS/ 
Mirrorsoft 



PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



SOUND 



x^L>\ DURABIL 




DURABILITY 
PLAY ABILITY 



OVERALL 

78°/< 
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A SF.QUKN< K i >K ANIMATED 

SCflHflf Stls [he s^cne. Arriving in 

India, you're captured by a Thug 

■I ml dhnnvn in chokey. A 

nsyvterioi.LV vt-ciuiaih lliji* you a file, 

allttwriTSf you lo escape with her Id diu 

housr of a wise guru. He spills the 

beans about |hc Thug menace, and 

yew realise thai ytjui tast is to COoquet 

orpemiade (he rih.il puhikj I faction! 

and unify She Lourttry. Trauhli: is, 

iher* are five others i vi n^ for the job. 



EVER TRUST MOGULS. One 
minute they are the kind of 
leader* capable of ruling India for 

two centuries, building wonders of the 

world like the Taj Mahal, and bringing 

peace and law to the land; the next, 

their empire collapses around their 

ears. 
This, by coincidence, is just what 

happened in India in 1800, The Moguls 

were shuffling out of the hack door, 

leaving the sub-continent to feuds, 

rebellions and Thugs.. As anyone who's 

seen Indiana Jones and the Temple of 

Doom will know, Thugs have a habit of 

sacrificing people to the goddess Kali, 

breeding like rabbits and giving 

everyone a bad time- 
Naturally, it's up to you to stop them 

before they steer the continent 

towards chaos: your job is to unite the 

warring Indian states and squash the 

Thug menace. Historically, the British succeeded in doing 

this; in the game you can choose one of six contenders - 

Viceroy of the British East India Company, Consul of the 

French East India Company, Mogul Emperor, Maharajah 

of the Maruthras, Chief of the Gurkhas or Maharajah of 

the Sikhs. Take your pick and reshape history... 





PLAYERS TAKE TWINS and control ihc game (mm their own H(J 
screen: lhk inctadef a map of India, a book with infoimatimi inn 
individual Indian ■tales, and a |MMp uf iCM6 allowing you In direct 
policy at-ain-it those states. You can Inn.- note rrOOfM for your army, 
invert in indniilry (whkh increases your income} or buy iil-w weaponry 
(so thai your IroorH li^lii hvtu-r). 



IK Y< HIK. PERSONAL STATUS IS HIGH, 
you nay Im ahle In seHfc your differences 

with rival leadets by talking. Hut negotiation 
ulten leads to hcallhy competition, in whuh 
}■«« have to prove your worth in one of two 
arcade sequ^nee*. Hie iirsl of these is an 
elephant race (left}. As ilir pmverh hm it; 
ninth prestige is dumped on he who »ins, hm 
he who liKsiijU 1 * iv last. 

AS AM AMTiftNATIVE to whipping Dumbo 
to a frenzy, some op p o si t i on k-Kk-rs -will test 
your manhood in 1 hi: jiuijile (below!. This is 
EsvL'iiiinlly an Operation Wolf-slyk slinnl em 
up: .111:1 1 cursor it ma rata dine, timers, press fire 
lo shool and you -.1 k> .UiL have ;i --li « : nil? rujr 
for ihe hallvray, Unfortunately, it's soon 
obvious that the jungle is full of 'cm - and 
kccfiin*; Litem uikLlt tmnrol is made harder by 
Dealers who insist on pelting in your way. 
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CRT THIS CLOSE to a tij[er and you. cnuU face a few days in hospital; luckily, encounters will* 
big cats are rarely fatal, and the only lasting damage is lu your reputation. 

IF ALL 
DIPLOMATIC 

i'lidrti. fail, ynu ean 
always try attacking 
neighbouring s fa tei , 
You thunUL eninK 

cli l' i idds are 1: 1 in 
your favour, and 
command the 

troop* yimrsflt 
vim i .in III the 
computer do it, but 
success isn't 
Buamttetd. Moves 

in. I.uli charging, 
waiting, advancing 

retreating' and encircling, mi there'* stihfH.' Ii>r 
n variety <il tactics. When ymt capture a 
capital itatc >'i)L have to storm the palate at 
Its heart; this involves surging up (hi: KarcU 
aioWinn enemy bullets and slmnling anything 
dial ninves ((■sctpi women}. 



SB CV 


■;-Jf ^*fc 


■ i^f^- I,"'- ... 


SsfcT, 5^5 




• i 


■ ■-■ ■>:■■* -:-'j ■■£ * T 





STATUS IS A VITAS, I'ARI uf tnnvutchii 

hilIhit luadun, thai y I'm' re a hig political figure. 
If ) (in don't want Iq negotiate and you've cot 
wads of cash you can Fny on a Dimbah. 'ITii» 
involves inviting vhiiii rivals In a ic-iti* 'B.I a.1ld 
hiring at many elephants an you. can afford to 
parade pas( them, The more elephants you 
have, the mure likely ymir opponent* ire to 
poin your eihpipe in (be future. 





ARCADE SEQUENCES are almost 
obligatory in strategy games 
these days: the consequences of 
your decisions aren't just 
calculated by the computer but 
rely on a bit of joystick-waggling 
as well. They may give strategy a 
wider appeal, but the arcade 
elements have to be good enough 
to maintain your interest - 
otherwise they are just a waste of 
disk loading time. The sequences 
in Champion of the Raj tread a fine line 
between being worthless and enjoyable. 
They are all marred by weak animation, 
poor control methods and a Sack of pace, 
but they are just about challenging 
enough to make you come back for more. 
However, the hefty disk-loading time you 
have to endure just to 
load them in is not so 
appealing; and if you 
only have one disk 
drive, there are half a 
dozen disk swaps to 
face as well. The game 
would have benefited 
from an option to play 
without these arcade 
games, since the 
strategic side is 
excellent. The choice of 
six leaders (in effect, six difficulty levels), 
the option to impress, engage in 
diplomacy or 

A good 
strategy 
game with 
some run-of- 
the-mill 
arcade 



FNl'IOUNTEKS WITH Tr-IUCS are no lau#hing mallei. Occasional rebellions tead to 
swnrdfighls with Thug assassins - again, you can control these yourself or let the computer flghl 
for you, You can also launch an attack on (heir temple: «i*« die jewd <>r kali, then" ^inldcss, 
and all I hugs will be yours to command lurever. 



s imply battle 
your opponents 
into 

submission, 
and the 
separate 
demands of 
building up 
your industry 
and weaponry 
are all strong 
enough to stand on their own. If you're a 
keen arcade games player, there is plenty 
of variety but not much challenge here; 
however, if you're simply looking for a 
good strategy game with some run-of-the- 
mill arcade sequences thrown in, you 
could do a lot worse than this. 



Gordon Houghton 
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BRAIN 
BLASTERS 

UtaiSoft 



Puzzle games are puzzle games... right? Ubi Soft thinks not as it 
attempts to breathe life into the subject by adding a new twist. But is 
novelty enough? 



PRICE 
OUT 

NOW 



GRAPHICS 




OVERALL 

77°/< 



ONE BRIGHT AND ENCHANTING MORNING you -find 
yourself lilting at home, brewing a spell to get rid of 
the plague of woodworm that's destroying the leg 
of your chair. Just then, a letter floats through your door 
and settles on the mat. You rush over to open it avoiding 
the f entering mushrooms and pulsating toads' eyes along 
the way. 

You gasp as you find that the letter is from the Great 
Priest himself It reads like this,.. 

Dear Mer cuss, 

Upon each turn of the century, selected wizards 
assemble on the island of Vardkar, to commence a 
mentality battle and earn the title of 'Brain Blaster' (chief 
Lilliputian Magician and Guardian of Knowledge). That 
great occasion now draws near. 

This is a personal invitation, to you, Mercuss Cadabra, to 
join me, the Great Priest on a test of speed, agility and 
intelligence, but most of all memory. This will involve the 
battle against 102U. if you decide to accept, contact me at 
the above address, or pop in for tea some time - 
preferably Tuesday. 

Yours sincerely. 

The Great Priest 

How could you refuse? 




TO GFT TO CRIPS 

with (he game's 

methanks, have » k« 

■j.1 the 'memory quest" _ 

ThLs Li very simple 

once you get the harm 

uf it: a pattern ipqiLars 

jii lL ri-iujiisi nn screen 

for GO seconds (or 

until you press Fire) 

diirh:|: urhicjh Liikl 1 il si 

up to you Ed memorise 

il. Then, collect the 

required Mm In (which are dropped ftnm die sky) and -place them in the urid to reconstruct the 

pattern. This section contains 2 J separate levels - complete (hem all and you're rewajntcd with 

the magic bowl that's required to allow entry to the tot of H l/.LL- 



UNK NOHN 



W WAT 



ttiAlLrlfc #> 



V-»T 



: nWt VOUR: 



4 *> «M "» 

TO B€T:Moll, VOUfc JOYSTICK 
PRESS €fl*CAPe TO €XIT 
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NEXT IN UNEb the 

'nl^iiKjiy lit'hi, whLdl is 
different to the quest in 

one major respect - it 

irniilve-i il (iiie-iir-tme 

lh nn r>L Li i i< jii [fptoed up 
Willi a snot of 
gambling), Rather than 
simply wTiipeiiiiK 
j^iiinsL the cjocfti ynu 
het an yourself from a 
sic re of gold pieces 

aj^asn^L n. wizn.nL wfm i*. 
pLesliilu LLh^L:cliL-r the 
same pattern that's 
baffling yon. The nim it 
to Strip yniir i >p]hm iciti 
<j1 all his, money and 
gain the 1 ,750 gold 
pieces which are needed 1 
to eater tin-- ll-si til 
IOZU - hut don't flutter 
too ambitiously, as your 
opponent's sltilS is 
lULtiuiiiiL-il by the 
amount of money you 
bet. 
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EACH STAGE IS INTRODUCED hy & jaz^y thvmv tunc performed by an animated llm.i.-pki.f 
band {I'livck that drummer out!). Bui don'i Eel rhe kind's amies detract you from (he equally 
impreiiivi; Ijul k^rimiiiL ur.iph ii.i, . 



TIRED OF TESTING 
YOUR WITS a B ainsl 
tile computer wizard? 

Then plli|" & friend ill 

and go far It In two- 
player muck' the basic 

pjjirifplny i« ihu same, 
with laulll plrtidpjiitK 
airninn to recreate 
idi-niital patterns - 
wllii\ d HT t f ett li thai 
you're confined hi 
your own half of the 
Screen (unPess, of 
tipiirst, \ mi c:chlluL:ri a 

'Free' Hnck - sec lite 
panel, below left), 
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SHOULD YOU FIND THfi Pliy./IJ-iS tcio puny for your massive brain, you can always Imifd 
your own. The user-friendly editing option sublet yiw In design any paClem you want which 
tan then be sav<jd to disk for later solving. 




AFTER A LONG ABSENCE, puzzle 
games have been making a strong 
comeback in recent months - 
there's been Rainbow Arts' 
Logical and Psygnosis' Atom/no - 
and even Tefro has put in another 
appearance! So any puzzle game 
that pops its head up at the 
moment has to be really special to 
stand out from the crowd ■ 
unfortunately Brain Blasters isn't 
really special enough. That's not 
to say that it's all bad. For a start 
it's got the one ingredient that all puzzlers 
need - initial addictiveness - and it's also a 
simple enough game idea to give it a wide 
appeal. However the attraction doesn't 
really last the 

An initially- 
playable 
puzzle romp, 
whose 
attraction 
fades all too 
quickly 



distance, 
mostly because 
the gameplay is 
too repetitive 
to deliver any 
lasting 
pleasure, but 
also because 
the difference 
in difficulty 
between levels 



hasn't been 

balanced properly (it jumps from easy to 
next-to-impossible, seemingly at random), 
the two-player game is quite a laugh, but 
this only serves to emphasise the single- 
player game's weaknesses. Brain Blasters 
is a creditable stab at producing a 
different type of puzzle game, it's just a 
pity that it falls down on providing long- 
term fun. 



Jools Watsham 
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16 liuUn #artiens., Cfttsftotck, Hortbon EH 2€© JTax: 081-995 1325 

Celepfjone; enquiry line* 081-747 4757/081-742 1831 

TOP TITLES TOP TITLES COMPILATIONS 



TITLE 

DaiEkmt 

Eynof Ihn UahoKbr 

Bf 

Bviia/M uftLm cHrhcOark 

Mega Tnvrtilnrl 

ScuianrJCroaa Bones. 

Half Meg Upgrn* 

aOGonSBurhnnKrl , 

1 M»flCra*flt 

4 D Spurts Bamg 

SSfifiubflJlKlc , .. 

KOCfTt 

AlOTMik Kilter 

AJrjIrru 

AcHonSlaiai _.._ 

BaiKlilKinqrfAnciwUCi™ 

Alnhn Wa<rj 

AmwuritaMoo 

AA-djitwl DL'strcTurSrni I A OS I . 
Add Idas Gnkkm fir™ 

MomcRoboWd 

A.W.S.O.M.E. 

ArnrmngSptfJnrman u,,,.^,,... 

ATFII 

Bluebfajr 

BattleCcnimand 

Binymeiw 

BatttMaitor 

&ait)anjinll(PsjrtjH(BS) 

&ac*»lhs GuktenAgt 

&A.T 

&attk;Ha«ft:1M? 

Baffle Chen 

BanleCheasll 

BadctattioFuHirelll 

BladaWe/rtor 

BOTibaBrt] 

BrainBOsrer 

Befrayal 

Budi Roaen 

Omp^CtiaHnrtjn 

Cabal 

Cybermlll _ 

&*»& „,._ 

CtaasHO 

CnaosStnlieBant 

OM&ehQ II „, 

Caplm.' 

CanmUp 

Orutestof IheCutftsc 

CrimeWa™ .,,^.,„„, „„„„»,.,„, 

Osdavef 

Ce«eaGT*Ha#y 

CnuckYixigonsA'lF-.. 

Centurion _ 

Carmaje _. 

Corporation .... 

t^agnriLairl^Trrnewarpt 

DrigoiiWars 

Dynam^r Dctugrjor _,«,.«., 

CaaaonLalr 

r>aoori Ninja 

Daysar'Thundcr .-,„„,„„ ,„„...., 

Cmcktrecey ... 

EwoSuperteBfiuo 

F1 tiCtfrrihal Pilot 

FT SRctatatcr „,,„_,., 

FIBSteeffli FflMw 

FinalCc»iHKi 

FinalWhsBc 

Feu4)iLortfs _ 

FI17A...._ _ _ _.._ 

f-fluPtey . 

rifcjhttiltrH Intruder 

NuSirkeEaael 

FulurcBaseoal 

GurnrapaXM „„„ 

Owigins Khan 

Qo*»tiufe _ 

Saintied!!..... ,„-.,„„„_,._,„„„.. 

Sods 

GoldsnAa* 

Golden d* BwArbjc* 

Gun Boa* ...... 

Ikspaon^Neg^ ...._ 

tHlSmetBkjDi 

HMrtfJrvin II 

Hart. 

HuruaQjcstilMogJ _,,_„_„ 

mrmnuT 

mimoflalfl 

IrrjnLmi 

ImmTflrtinrial Ir* Hocfcey 

lre)ianar»J65QQ 



ST 



N.A 
.. 25.99 

WA 

.. •({ ■!•■• 
'6i* 

.. ia.» 
. si» 

.. 15.99 

NlA 

...ii.gg 
.. 16.99, 
.. 15.99 
.. 14.59 
. 15.99 
.. li.Sy 
■ IB-99 
.. 15.S9 
.. T6.99 

„ iew 

.. 14..99 
.. H.99 
.. 1599 
.. 1699 
.. 16.99 
.. ia» 

H99 
.. 16 9S 
..«« 
„ 15 99 
.. 16.99 
..1«LS» 
, 1699 
.. 16.B9 
.. 14.99 
. 16.99 
.. 16.99 
hWl 

16 99 
.. 16.99 
.. 14.99 
.. 1699 
.. 16.99 

HM 
.15.99 
.. H.99 
-. !*■» 
. 16.99 
.. 16.99 
. 15.98 
.15.99 
.. 16.99 
. 16.99 
... 9.99 



16.99 
. 15.99 



JammPood 

JupSeraMaBDjrdrM ... 

KiangCtaurJ .. 

KimOrl|l(1MeaJ.. 

KimOH 11(1 toll 1 Miigl . 
LviuiBigs 



.. U» 
.. 15.99 
.. 15.99 
■■ 1*99 
.. 15.99 
.. 13.99 
.. 1639 
.. H.99 
.. 19.99 
.. 1699 
.... 6 99 
.. 1&99 
.. SI 99 
.. 1599 

16.99 
.16.99 

KiWI 
. 21.99 
.21.99 
. 18.99 
. 16.99 
. 15.99 
• 15.99 
. 15.99 
. 16.99 

l?09 
. 16.99 
. 14.99 
. 1M» 

St .99 
. 16.99 

1599 
. 15.99 
. 16.99 
. 1M9 
. 1699 
. H.99 

1*99 
. 1599 
. 15.99 
. i*J» 

. 1Z.99 

. 15.99 



AMIGA 
SI 39 
1639 
1499 
81 99 
1999 
1599 
29.99 
85-93 
16.99 
16.99 
16.99 
16.99 
1H.99 
1599 

ie» 

31.99 
lb 96 
1599 
1599 
15.99 
lt39 
1699 
1599 
1599 
15 99 
14.99 
14.99 
15.99 
16.99 
16.99 
1699 
22 99 
1699 
16.99 
16.99 
15.99 
1699 
16.99 
16.99 
16.99 
16.99 
16.99 

14,93 
1699 
19.99 
14.99 
16.99 
15.99 
14 99 
15.99 
14.99 
16.99 
16.99 
16.99 
■ 5.99 
15.99 
16.99 
15.59 

9.99 
26.99 
1699 
15.99 
26.99 
13-99 
15.99 
15.99 
1*99 
15.99 
13,99 
1599 
1199 
19.99 
1699 

B.99 
1699 
21.99 
14.99 
16.99 
18.99 
1699 
21.99 
21.99 
>fim 
16.99 
16.99 
1599 
1599 
16.99 
1999 
16.99 
14.99 
19.99 
21199 
1699 
159* 
1599 
1699 
16.93 
14.99 
14.99 
14.99 
15-99 
15.99 
l!.!*l 
12.99 
lb.99 



TITLE 

LostPatrol 

Lined Fire 

UXXH _... 

LBStNinjalll 

Leisure SutLany 3 „,„,„ 

. iMus Ls^inl 

M1TB*H*t00fl_ 

MnrjiotitScrnll,, 

MelalMa.ilc- 

MadPtiytasw WcMiarti 

McmigM Resistance 

Mdwintoir 

MdmnlEfll ... ,„„„ 

MuDitsDtneRacara 

wytn 



m*g29(Fiikil*n3 

HAMHueyisiand 

MUDS , ,. 

Murder T , 

Nom19e5-19?5 

Nare 

UghlrlWl „ ,„ 

NqriltuDcdr/rcKlg) 

WavtvS^als 

Nghrrjieerj(A*ieiyju!s|i , 

Mnurrrrvlingfilnryll 

NknjaRonux 

SktfO _ 

OMur, , , 

LjpcraliunS^canri 

apetsUonThunderDort , 

F"BH0 

pTndatorll ...,„„.„,„_„.„,„„ 

PGAGoflTmir 

mtHinQ 

Pa/118 Kick Bwring 

Picnic „„ 

Par Hi KM 90 ..._ 

Papula* ► 51m C*y 

Pmco rfP-oraj 

Rainbow Utolifc 

Renegaofl (CciiOo - HHa> .. 

R-iypeii . 

PJckDangiimJSII 

Paboaap 

R&bccopi 

Knrjum Trooper 

Savage Cm pre 

SUiTnakV 

ShadtwWafTkif 

SlmEarpi 

StjrCortrol ■„_„_,„_,„,„ 

Super Carall 

Slvanrai-rilwaeasfll 

ShaiirjwDurcB 

SlySlB 

Sltior(W 

SpaeeAjaa .„.„;„, 

SpBtCballll 

3TP0W JC*» 

Sf«1«rl 

Suportil Rgadfiasma -... 

SuparMcneco 

S***iBlaoell _... 

Spretoywortdt „,.,„,„ 

Supromaty 

SWW 

Fflarn Si.i;ijki _... 

TeamYartujn .,,, 

FoenafieMutanth lerncs 

FnePuolsner _... 

«»lroad TifMjOri 

TSSI Drivttlll 

ThelrPlnsaHDur 

To«v«iieWarnof 

T* 

Total Recall 

TeurnanianriGolf 

Tumcan 

Tumcarill ,„. ...„..., 

UhrmaneV 

Mil Inale F*le 

tJNS II .„„„,„ 

UNSquBdran „...„.. 

USSJOftftYtiung 

vmm _ 

Vkntetta ,„„„„„ 

Viz 

VcodjoMigtilmare 

IAnrgs<H5r>Mea| 

WingsflMiig) 

WTHeDiMlrillMbg) 

Waoocii.irieA.ireoo»f_ 

INtmrlarlanrJ 

WrtHMck 

WramoHhoDeiTTK.. 

XtMKMi 

2Qul „„„ 

Ullrai 



ST 

. 1499 

■ 1699 
, 16L39 
.. 15.99 
.21.99 
. 1599 
. ill i;; 
.. 1BV99 

15.99 

1599 
.. 14J39 
, 1999 

1999 
.1599 
. 16J99 
.. 15.99 

SI 99 
..1*99 
.. 1599 
. 16.99 
. 1699 
.. 14.9* 
, 16.99 
. H.99 
. 14 99 
. 14.9* 
. 16.99 

14.99 
..1*9* 
.21.99 
, 16.99 

■ 14.99 
. 14.99 
. 15.99 

16.99 
.14.99 
. 16.99 

14.99 

16.99 
.21.99 
.16.99 
.15.99 

14.99 
. 14.99 
.16.99 

15.99 
. 13.99 
. 14.99 
.14.99 

19.99 

15.99 
.14.99 
.16.99 
. 16.99 

15,99 
. 15.99 

■6.99 
. ■'.;;■! 
. 16.99 
. 28.9S 

■ 15.99 
. ' , 1!" 

. TS.9S 
. 15.99 
. 16.99 
. Tfi.99 
. 16.99 
19.99 
. 15.95 
. 15.99 
. 19.99 

■ IS99 
. 16.99 
. 16.99 

1599 
.19*9 
. 15.99 
. H.99 
. 1 + 99 
. IBS* 

. M ill: 

. 15.99 

■ 1699 

. 1 1. -II; 

. 18.99 
. 1599 
. 1*99 
. 169* 
. 16,99 
. 15.99 
.11.99 
. 16,99 
. 16.99 

■ 18,9* 
. 14.93 
. 16.99 

16.99 

18,99 

. 16.99 

.18.99 

16.99 



am ;.i 

14.99 
1«.99 
18.99 
15.99 
21 ,99 
l.b.99 
19.99 
18.99 
15,99 
lb.99 
14.99 
19.99 
19.99 
15.99 
15,99 
15.9S 
21.99 
18.99 
15.99 
16.99 
16.99 
14.99 
lti.HS 
14.99 
14,99 
14.99 
1«.*9 
14.99 
15.99 
21 .US 
18.98 
14.99 
■4*9 
1S.99 
19.99 
1*,99 
1K.49 
I+.99 
19.99 
21.99 
18.99 
15.99 
1*99 
I+.D9 
16.99 
19.99 
13.99 
I+.99 
U.99 
19.99 
15.99 
!*<«? 
1G.99 
16.99 
15.99 

I us 

15.99 
1*99 
16.9* 
56.99 
1599 
159* 
15.99 
1599 

I S. "1=5 

169* 
16.99 
1999 
i::-i-i 
15,99 
1999 
1699 
16.9* 
16.99 
15.99 
199* 
15.99 
14.99 
1*99 
1699 
14.99 
15.99 
16.99 
16.99 
16.99 
15.99 
16.99 
14.93 
16.99 
15.99 
■5.99 
■H.99 
16.99 
1B.99 
l«*S 
'6.99 
1B.99 
19.99 
16.99 
16.99 
t6.99 



HOLLVWQQO COLLECTION 
FloboCop. Ghost&jslers 2, Indiana Jortsa, 

Baonao Tha Movie 
ALL FOUR GAMES FOR ONLY £17.99 



EDITION ONE 
DouHe Dragon, Xenon, Gnmini Wkig and 

Srhworm 
ALL FOUR GAMES FOR ONLY £15,99 



FthrVER FAUK 

Xenon 2, TV Sjxirta Foolbatt. tHoodwyiSi and 

I nmhiSKl Rjilly 

ALL FOUR GAMES FOR ONLY E14.99 



SOCCER MANIA 

FrjcAafl Manaoai 2, Gaua'i Somar, Mkuprow 

S««*r and Fpgilsd Manager 2 Wcrtf Ctip Edtem 

ALL FOUR GAMES FOR ONLY E16.99 



TUT 
Hard Drivin, APS. >:y:x:l!i. ToOoin and 

Dragon Sptnl 
ALL FtVE GAMES FOR ONLY £1 S 99 



FLUL BLAST 

Chir^gn 90. Rck Dangerous. Highwaiy PartrD4 2, 

l''1". Camef Cammaftd and Fenail Foirnulu (Tna 

ALL SIX SAMES FOR ONLY 17.99 



LIGHT FORCE 
Blo Challenoe IK+ , Voyager and R Type 
ALL FQUR GAMES FOR ONLY £14,99 



CHALLENGERS 

Kk* C*. Super Ski, Fighter Bomfier, Oraat 

Courts and Kumcar Riii:r:r 

ALL RVE GAMES FOR ONLY £17,99 



FUW BOX 

KuH Purple. SsrAjm Days, Hoslaojes and Cp 

Npplune 

ALL FQUH GaMFS FOH ONLY 118.99 



FLIGHT COMMAND 

thrrnialar. Strike Force Hamer, Lancasiei, 

Skv Foh and Sky Chaw 

ALL FIVE GAMES FOR ONLY C12.99 



MASTER MlK 

Super WOftdefbOjt. Turbd Dublin, Dyoainilrj 

Sin, Thunderblaae and Crackdown 

ALL FIVE GAMES FOR DULY $1 5,99 



COMPUTER HITS V» 2 

reins. Joe Blade Golden Palh and 

Black Shadow 

ALL FOUR GAMES FDR ONLY £6.99 



PLATTNL.JW 
Black Ttoer Slrieder, ForgoKon Worlds and 

Ghoul* and GDenfl 
ALL FOUR GAMES FOR ONLY £15.99 



MIWP GAMES 

Austerlrtz, Waterloo and CcnPid in Europe 
ALL THREE DAMES FDR ONLY £14.99 



HEROES ■ 
ftsrtuuisn 2. Running Man. Star Wars andd 

LiCtifiCt: tQ Kill 

ALL FOUR GAMES FOR ONLY £1SJ» 



BIG BOX 

Jafrram Eiorjfl. Satan Guns. Teenaoe Oueen, Bubolt 

F%is, Tm Tinnjn ov Moon, fsurie Salurn Day, 

Kryptorj Em, Jurnping .IsettKin. Bo Bo, HOBtaoes 

ALL TEN GAMES FDR ONLY tlfr.9S 



MAGNUM 4 

Utarbuner, Double Dragon, Oparalimi W<Jf mc 

BaHnan Caper 

ALL FOUR GAMES FOR ONLY £17.99 



FIST OF FURY 
Pyn*nna Dun, Shindbi. Nirija Warriors. 

Double Dragon II 
ALL FOUR GAMES, FOR ONLY E16.9* 



WHtELS OF FIRE 

Harrj Dmm\ Chase HQ, Powerdrifl and 

Turfto CWfurt 
ALL FOUR GAMES FOR ONLY £15.99 



POWER UP 
Altered Beast, Hainbow Island, K Out, 

Chase HQ, Turrican 
ALL FIVE GAMES FOR ONLY £17.99 



PRECIOUS METAL 

Xanen, Cafjiiiin Blmi). Craiy Cars and Arkanok 

ALL FOUR GAMES FOR ONLY £14.99 



FIVE OF THE BEST 

Escape rrom 1he Ptanel of Hoool Monslers 

APB., Klai ImHo a fcn, Cyt«jrrjai 

E1K» 



BUDGET TITLES UNDER £10.00 



bcanca Tc Kil 
lladDihe-H. 

Tuintan 

□d 

I < Pli 



MJPwl 
TIairHciad 

IkiKni 

fc.*-:.lriU< 
Tiii.iilPu':Vjl 

Fl-clwiPaim 



ST 

- fl» 

a » 

73B 

4.9B 

*» 

«•» 

ass 

«J99 

*» 

aso 

ase 

WA 

SmorrtanoOn (W 

fihttitMim 6.99 

H-rypa,. «» 

'JalmanCapKtiusader 699 

LaalUria" 690 

TrM»*tiW sea 

HaHarOO rbb 

Vi»K>n* 699 

PkraCftaatc 690 

WCU»*dMu»l) 6.99 

rmurrtiil 699 

Hartonanll 699 

AnHHa^c(rt«rrmB>| 690 

OV- Him 6,93 

SHWnrm \ai 

LAmbtfUrsjan , vi 

AhviBvuei 690 

WiThal S.9B 



.fiMIU.. 

e.e» 

6SH 
7,90 
IB 

e.ae 

6 90 
6.93 
ft 93 

aw 
e, no 

B.99 
699 

&m 

6.90 
0,93 
5,93 
KM 

em 

G.93 
<SM 
fiM 
6.93 
C.93 



E.SO 
D.93 



AfK«lll 

FiMureB4ia 

HbOBKensPtioiT 

uchBM ww Vkonwaaif 

Ualal'rvEirlfi 

CentrafbkJSiiuanK 

DiAb SrtjPrtw 

□aa/Dix&HcwiFiiKrQ 
ColaKBjiCnbu. 

TarpfcABarJi 

ShtdMrirfrlKiBoaal 



ST 

.699 

6*9 

6 90 



P33 

699 

699 
6,99 
TM 
790 
630 



Hwmw WA 

CarrisrUMnmanrJ H/A 

Urai-jCare . 699 

■C*«»fi*riaiarcw 6,99 

httcrna<arge3ui«»iir3tit^ »,bb 



ImaWmw QodoaM cl Pnobot 

2arkl 

CwrisPraUo 

PtSor,,,, 

i^>cr*Jo 

JIJMMai 

•3mjFli«r^. 



• B» 
.. 9.00 
..0.99 
.6.99 
..B.99 

CM 
B.39 



BOO 
G.99 



vTumirtWrKi 

OporinonWo* k 

DlA a HK rjrtlMCmTl AM 

r-^iMIWWDnrat B.*B 

S*rBiBa)« 0.39 



BOB 



DMerTbcropeanOtrmpIc trial. . 



*MltiA 
9,93 

Em 

6-W 
6.93 
U 33 
6.U9 
690 
S.93 
T.93 
799 
B.00 
7.99 
U.99 



B.33 
B.33 
6*6 

9.99 
B.^ 
B» 
ess 

5 33 

a» 
ssa 

CSS 



0898-234228 24 HOUR CREDIT CARD LINE 



Please make cheques and PO's payable to Legend Software 

Computer. 

Title Price Title 



Access 

Date 

Price Name 

Address. 



Q Visa 



□ 



P*P FREE IN THE UK - EUROPE £1.00 - ELSEWHERE E1.50 



Telephone. 



Postcode. 



Tumbling paceships and deadly ggs - does it all sound a little 
familiar? Memories are likely to come back as Dinamic brings 

a Phoenix back to life. 




vne 

REVIEW 



MEGA- 
PHOENIX 

Dinamic 
PRICE 

£20.42 

OUT 

NOW 

GRAPHICS /- 



SOUND 



ll' 



I 



T'S THE EARLY '80s and you're in an 
afcade puihirsg your 1 hard-earned 10p 
pieces into a coin-op that features 
screerrfuls of miniature aliens moving from 
side to side before leaping down at your 
ship. You frantically thrust your craft 
iideways, wishing thai it could move up 
and down the screen as- well « along the 
bottom. Are we talking about Spsce 
invaders? Nope! The other one... Pho&rtx. 



In the early days of arcade gaming, the 
people who frequented arcades split 
roughly into three camps; the Space 
Invaders superhero**, the Battlezone boys 
and the PhoeniK fireaks. The first two 
groups have seen plenty of action recently, 
byt for some reason Phoenix has been 
ignored by those who like to profit from 
the current obsession with all things old 
and 'classic', 



Dinamic's Megaphoenix offers the classic 
gameplay split into five-stage levels of 
increasing difficulty - there are also a 
number of add-ons for the basic ship to 
help the player who gets far enough to 
need them: the proton cannon, turbo 
laser, additional turbo laser (imaginative, 
huh?) and lateral proton cannon give a 
vaguely Xenon r/-ish look to the craft, but 
you'll have to battle hard to see them. 




NOSTALGIA'S NOT WHAT it used to 
be, but even so a revamp of the 
classic coin-op Phoenix is a 
welcome sight - isn't it? Well, yes 
and no. The gameplay is as good 
as it ever was (the only trouble 
being that today's punter has 
seen it all before and his tastes 
have progressed slightly), but that 
said, this isn't quite the reworking 
that it could have been. The first 
thing that's changed is... nothing! 
All that separates this from the 
original is the 
'Mega' prefix to 
the name - 
otherwise it's 
business as 
usual. The whole 
affair has a sort 
of 'demo-tsh' 
feel: a flashy 
intro leads to a 
good first screen with impressive sound 
effects, but then it all fades away as you 
begin to see the flaws. The backgrounds 
loop simplistkally, the graphics use very 
little colour and, worst of all, it's bugged ■ 
not drastically but still enough to be 
annoying, The two-player game is fun 
(especially in Team mode) and the 
memories certainty come flooding back 
from the word go, but if you like to play 
alone and aren't a fan of the original, this 
is one phoenix that might have been 
better off staying in the ashes. 



Ciaran Brennan 




OUR ABILITY 



n»v/ 



PLAYABIL1TY 



OVERALL 

71% 



A pleasant, 
but fairly 
drab, trip 

down 

memory 

lane 



THE ^AMEPLAY'S QUITE BASIC - (he alien* dive m run in J you 

shcwl them. You ran a[*o Mtitftfc a AMI m™ shield l»y pulling hack on 
the iuyvtkV {keyboard COflttol is also available if that's your thine). 




THI-: Mhl'JAPHOENIX ISNT AS HARD as it 
■nc-eins - just hit [hat vaguely rude gaping bole 
between its daws enough liinfj, (Hit: manual 

quite (Mirait'ly relijrs 1,1 litis As tli[[ing 'htlu", 

[he licit') and it ducks nut without having 
caused loo much damage. The good thine ■* 
though, that linishinu this, hiiil i»ll wins you a 

power up. 




THINGS CHANCE ever so slightly lor ih, 

third and. lounlh stijprv [he kauuLazc inic.ro- 
liiidh aiL s -warned for a troupe of pendulating 
eggs, which quickly track opei to reveal 
some seriously beefrtl-up nitillt^qwtlLTS. 
Minuting lbe*e lmd*' wiisjf* \h no good as ihc-y 
immediately gr aw replacements - only a direct 
body shot will do (Ih- trick, 

AFTER THE attaek of the killer 
evjfs and ihi" easy de-hC rue linn of 

[he Miigajthocni* come* the last 
stage of each level - the 

Phoeniiship. Hie way l« dva.1 with 
thiv k to l,l.is[ away jt it*. central 

SLTHllllllH dcfcuCGi I ^ilLI 3 1 1 ll at ill'. 

very centre of the -ship} before 
[ettinjr fly al its riposrd heart ■ or 
is it a Kis l? Ai our picture shows 
this operation is best ca rric-d on! in 
Team mode, where two player* 
compete sid* by Sid*- 



Tl \L ONi ll ji v iyy 



,.71 



SSI brings us the board/wargame translation from 

computer. But is the revolution really worth for? 



dogfights that take 
place high up in the 
stan, with the 
player in control of 
a squadron of up to 
six pilots, either for 
or against TOG, 
embarking on 
missions that will 
help to win the war. 




to 



Mitt* 




F YOU THINK LIFE in the 20th century is hard, you should try the 69th! The 
galaxy ha? fallen under the rule of the Terran Overlord Government (TOG), 
which runs things in a Roman Empire style, sweeping over star system after 
star system in a bid to rule as much of the universe as possible, 

A rebel group (there's always one, mouthing off and starting trouble), the 
Commonwealth, has pledged itself to fighting TOG where and whenever 
possible, bringing an end to the tyrannical rule that enslaves them all, striking 
a blow for freedom, justice and all that. Interceptor concerns itself with 
simulating the aerial 

THERE'S NO REASON why strategy 
games can't be aesthetically 
pleasing. Populous managed to 
look and sound spectacular (which 
probably accounted for its success 
In the mainstream market) and 
Interceptor should be no different 
- but unfortunately it is. The 
trouble with PC port-overs is that 
you get lumbered with standard 
PC graphics and sound (flat icons 
for ships and beeps for 
explosions}. Interceptor would 
really have worked with an isometric 
view, if only to give an impression of 
altitude. Seeing two ships merged 
together in the same hex doesn't do much 
to inspire thrilling dogf ighting action. 
But it's not all doom and gloom - 
strategically speaking, there's plenty of 
challenge. The missions are varied enough 
to prevent things becoming repetitive and 
the computer plays a very realistic game 
(going straight 
for the leader, 
escaping when 
things get too 
tough, covering 
each other's 
backs and SO 
on). The control 
method works 
well, and 
accurately 
represents the 
table top 
version. 
Unfortunately 
it's only likely 
to appeal to 

fans of the board game, mainly because 
of its 'wargamey' look and feel. SSI has 
missed the most important feature in its 
conversion. With the tabie-top version you 
get pieces of card to build the spaceships 
and look really good on the playing 
surface. All you get in here is a pack of 
descriptive cards. I feel cheated... 



Paul Presley 



Expensive 

but 

competent 

strategy fare 

that could 

have 

benefited 

from better 

presentation 
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PREMIER MAIL ORDER 



Titles marked' are not vet available and will he sent on tiny of release. 
Please semi efieyite PO . \ceess/Visa No. and e.xpir\ date to: 

Dept THAM/05, !rv bridge Ltd., 8 Buckwins Sq„ Burnt Mills, Basildon, Essex, SSI 3 IBJ, 

Please state make and model of computer when ordering. P&P \m, UK on orders over £5, Ml. Less than £5.t)ll and Europe 

ackl £1.00 per Item, Elsewhere please add £2.00 per item for Airmail. These offers are available Mail order onh. 

felephone orders: Mon-Fri l >;im-7pm. Saturday I0ani-4pm. Fax orders: 026H 59H076, lei orders: 0268-590766 



V2 Meg Upgrade ,29,93 

1^2 Meg Upgrade wimcldr* 32.99 

SOCOnskudionKil" 29,99 

40Driv*ig* , 16.99 

ACS 18,99 

African Raider^ , „.., . 699 

APB 9.99 

Arachnaphobia* , 16.99 

AssaultonAJcairaz* 19,99 

Alomina' ,-„,„., ........ 16.99 

saaAitack sub 19.99 

AMOS , 29.99 

ArKanoiiJZ 5.99 

Armour — Geddon 16.99 

Awesome 24.B9 

B.A.T 19.99 

Batman theCapad Crusader 5.89 

Backlolhe Future. 2 , 1G.99 

Bacfclc-me Future 3 16,99 

BardsTalB'2 5.99 

BardsTale3 16,99 

Battle Command ,.„. 1 6.99 

Battle ol Bnlain 19.99 

Battle Chea&2' 16.99 

Betrayal , 19.99 

Baa&bustera' 1 6.99 

BaythelQd' 19.09 

Big Game Fishing' , , 16.99 

Bids of Pray* 29.99 

BkiaMax , 19.99 

BRAT- 19.99 

^OBOJting" , 16.99 

Budwari 7.99 

Buck Rogers (1Meg> , , 19j9ft 

California Games 6.99 

Carrier Command „.,.., 7.S9 

Castle?" .,,, 13,99 

Gavadar .....16.98 

Cadaver Data Dec" 9,99 

CspUrt , 1 6.99 

Centurion ,, 19.9$ 

Chaos Slrikes Back ,,. ,16.99 

Chase HQ2 16.99 

ChamploosofKrynnO Mag) ,.,. .21 .99 

ChunkYeager 16.99 

ChuckRock 19,99 

CJ '£ ElBphantAnlics , S.99 

Codgnaine Iceman (1 Mag) ..29 gg 

Colonels Bequest (1 Meg), 26.99 

Conrttnanral Circus... 5.gg 

Commando War* 16.96 

Ce*po ration 16-99 

CwpOraliom Data Disc , 9.99 

Creatures' , 16-99 

Cncket Captain „ , 16.99 

CrinwWave* 16-99 

Cru«se tor a Corpse" „.,. 16.99 

Curseof AzuraBontts (1 Meg) 1 9,99 

CybercortS 1 ,.,.. 16.99 

Daley Thompson Challenge 5,99 

Das Sod 19.99 

Defend eroflha Crown 7.99 

DIsneyAnimalion 79.99 

Double Drag 00,,, 5,99 

Oragoris Breath ....12.99 

Dragons Lair 2 26.99 

Dragon WaiS 16.99 

Dragons Law(1 Mag) 2$.99 

Dragons LairTme Warp ...26.99 

Duck Tales 16.99 

Dungeon Master 16.99 

Duster' , 16.99 

r;ynaiiiil<- Debugger* 1^99 

E'Swal 16.99 

Epic*-. 19,99 

ELF" , 16.99 

Emlyn Hughes 13.99 

Escape horn Coldnz , 1 9.99 

Eyao*tr*ft.B*ftOldaj-(1Mag)' 19 99 

Extalibur* , 16.99 

F-i 6 Strike Eagle 2" .22.99 

F-l 6 Combat Pilol 16.99 

Fl9StealthFk-hler ..19.99 

f 29 Ftelaliator , 1 6.99 

Falcon 14.99 

Fatam Mission Disk 10.99 

Falcon Mission Disk 2 ,..,10.99 

Fantasy World Dizzy 5.99 

Fireball' 19,99 

FtfStSamurai' 16.99 

Fighl ai the Wrrriidef " 1 9.99 



Flood .:. 7.99 

Pod ball Man World Cup. 9.99 

Fool ball Diractor2 ,.,.,,„, 13.99 

Fofdseflany" 19,99 

Forgotten Wcrlda , , ,.„ 6.99 

FunSchooO 5-7 1 9.99 

FuniSchool 3over7.., ..........,_. . 1 6.99 

FuniSehooi3und*r5 19.99 

Furl School 2(6-8) ,. 13.99 

FunScnool 2 (O/er 8J 1 3 .gg 

Fun5cbnal2(unrterB) 13.99 

Future W*rs ,. 15 99 

Gazza2 1 6.99 

Gods ,.,,..,,15,99 

Golden Axe , 1 6.99 

Gwnshlp 14,99 

G Unocal* ,.„..,. 16.99 

Gewntlet2 6,99 

Gauntlets 1 16.99 

HardDrivIn 9,99 

Ha«JDriyin2 ,.,,.,,. 16.99 

Haipoan{1 Meg) 19,99 

HefOsquesf , 19.99 

Hitdiikers Gude ..7,99 

Hollywood Collection , 19.99 

HonrorZombles* 1 $.99 

HUrHW , 16.99 

Hydra* 15.99 

IK+" ..„. ..S.99 

Indianap£*si00 1 5-99 

Int Sower Challenge 1 6.99 

h came from IheOesetDala 9.99 

II cama from (heOeser1 , H.99 

JackNicklaus Extra courses g.gg 

JadkNicklausGolf 16.99 

Jack Nicklaus unl'ivrrledGoll ( 1 Meg) 1 g,99 

JudgeOnedd 13.99 

JungleBoak 6-99 

KiCkOfl 2 1 2.99 

KickQfl2(lMeg).„ 14.99 

Killing Cloud 16,99 

Kings Que Bt4(1 Meg) 26.99 

KOSflrtal Whistle 6,99 

K02Gianlsof Europe" 7.99 

KOSfletunnof Europe' 7.99 

KO 2 Winning Tactics*., S.99 

K02SuperLeaQu6' .. 9 99 

KnightsoNheSky* 19.99 

Lastr<lin|a2 ,5 gg 

LastNinJB3' , ,.,....16.99 

Leather Goddess ....7,99 

Legend* ,„„ ..,.16.99 

Lemmings ,.16,99 

LeiSureSuft Lany 2 26.99 

Laiaure Suit Lafly 3 26,99 

Licence to Kin e.99 

Lifeand Death" »,..... 19.99 

Line Ol Fire ......16.99 

Loam , .. , „ 1 9,99 

Lords nr Chaos* 16.99 

Lordolths-fllngrs" 19.99 

LOSlRalnS , 16.99 

Magnetic Scrolls Collection* 1 999 

Magnum4 19.99 

Meics 1 .,,16 99 

MegaTravellarl , , ,.,...19.99 

MagaLoMania' 16.99 

MlamiChase .„„ 6.99 

Mig29 £2.9g 

Masterblaster* , .,..,..16.99 

Monty Python 13,99 

Ml Tank Platoon 19.99 

Mid Winter 13.99 

Ma Winter 2" 19.99 

Midnigtm Resistance 16.99 

M.U.O.S 16.99 

Murder. „ , „.„„ 16.99 

NAflC... 16.99 

NAM* 19.99 

Navy Seals" 1 6.99 

Nightbreed RPG 1 6.99 

NightSflih.- 19.99 

Operation Slealth 19.99 

OpefatwnWolf 5.99 

Off Road FtBrser 16.99 

PQATourGolf ,„. 15,99 

Fang 16.9a 

Pirates 15,99 

PlayerManagar .,,., 12.99 

Plat-num 16.99 

Platoon S.99 



Planing 15 gg 

Power UP" , .. „ 1 9.99 

ProjeCtyl* ,., 7,99 

Police Quesl2 '1 Meg) 26.99 

Pool ol Radiance , 19.99 

Populous 16.99 

Populous Promised Land 7.99 

Powerpack ., , 14.9g 

Powermonger , 19,9g 

Powermgnger DalaOisc 1" ,-.,.,.,9,99 

Predator2' 16,99 

PnoTerinlsTour2 16.99 

Puizinc. .,„ 16.99 

OuattrO Adventure .,, 9.99 

Quattro Sports 9.B9 

RTyps- S.99 

FtamboS , 5.99 

Rainbow Islands is gg 

RailraadTyooon 22,99 

Red Storm ftismg 1 5,gg 

Heach1o/1rie Sky 1 6.99 

Rotjozone" , ., .„ 1 6.99 

RocKet Ranger ,,,.7.99 

Relator" 16.99 

RiCkDangerous2 ,., 16.99 

Rick Dangerous ,.„.„.„ 7.99 

Rise OfTha Dragon 1 26.99 

RockyHorror Shpw* ,.,.. 16.99 

Robocop2 i9.gg 

Search forthe King" 16 99 

SecnelsoftheLurtwalte' ig gg 

Secrel 01 Monkey Island' ,..,,19j99 

Shadow Warriors , , , 1 b.99 

ShadowOftheBaaBt ,.16.99 

Shad0wof1heBeeat2 26.99 

Shadow So rcaror' , 19.99 

Shadow Dancer" 16.99 

Skull endCfossbones 16-99 

Silkworm S.99 

BimC(ty+ Populous 19,99 

Sim Earth". ig.gg 

Silenl Sendee 9,99 

Ski or Die , ,-,„.,.„, „„16.S9 

SrySey , .16.99 

Speed ball .........7.99 

Space .Ace 26.99 

Spate Quest .3 ,. 26.99 

Sf»6dball2 ..„.,.„ 16.99 

Sfratago" 16.96 

S(ridar2 16.99 

StarFlighl „.„.„. 7.99 

StarFlighlHintSk 5.99 

Steven Hendry" 1 5,99 

Supremacy 1 9.99 

Super Hang On 5.99 

Super MonacoGP 16,99 

ShuitJe" „ .....19,99 

SiWIChbfade .6.99 

Sw1ChbladB2* 16.99 

Swiv 16.99 

Taam Suzuki. ..,„„„,.„„„„,. 16.99 

Team Yankee 19.99 

Taanaga MularH Turtles 1 $-99 

TastDrweE 16-9g 

TestDn\i&3V 10,99 

T'1 Drive 2 Callomia ChaJI , g.gg 

Tesl Drive 2MuscleCars 9.99 

The Immortal (1 Mag} ...16.90 

Thuriderhawk' 19.99 

TicOff' 14.99 

TrackSuit Manager 2' 16.99 

Treasure Trap 6.99 

Tournament Golf 16,99 

Toki* 16.99 

ToydaCefica. 16.99 

Tonal Pecan.. 19.99 

TurtoChgiienge 15.99 

TurboChaBengea 1 , 16.99 

Toobin , 9,gg 

Turricam , ,„,.,,„,. 7.99 

Tllrneail2 16.99 

TVSportsBasebair ig gg 

TV SportsBaskeltMll n.$& 

TV SpOrtjjFooltjall 1 2.99 

UMS2 J tMeg) ig.99 

Viz 16.99 

Walker* , 16.99 

Warlords. ..„. 19.99 

Woir Pack (1 Meg), 1 g.sg 

Wonderland (1 Mag)..,., 19.99 

Wrath 01 the Demon 1 9.99 

Wings 19,99 

WSzball , 5.99 

W>2kid" , 13.99 

Xenon 2 Megafclast ,16,99 
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Cheetah 125+ , ,....£6,99 

Quickjoy2 turbo ..,,..£8.99 

Com p pro extra .,„,„ „, £14,99 

Quicks hot 3 turbo .,.,.£9.99 

Quickjoymega board £19.99 

QuickjoyjerHghter £10.99 

Cheetah starprobe ,£10,99 



IILACK DlSkS 



Top Quality llnhranded Disks 

10x3-5" IWDD. „ b ,.,„5 T W 

Mk3.S"I)SI>IJ,.,„.., ltt.*? 

50n3.5'DSDD ,.,.„„..,„.., 13,« 

1 00 » 3.5" DSDD „„.,.„,„...„ 44.W 



Branded Disks 

XS'DSDD 1.25.,.. Each 

5.25" DSDD 0.75 . . . Each 



MIDWINTER 

2 
ONLY £19.99 



I-:.. A. SPECIAL 



ONLY £7,99 EACH 

POWERDROME 

BARDSTALE 2 

ZANY GOLF 

KEEF THE THIEF 

INTERCEPTOR 

HOUNDS OF THE SHADOW 

SWORDS OF TWILIGHT 



SPECIAL OFFER 



Turrican 
Now Only £7.99 



SPECIAL OFFER 



HammerHst 
Now Only £7,99 



SPECIAL OFFER 



Steve Davis 

Snooker 

Now Only £7.99 




CHEAP 





THE 1 6-BIT POCKET 
POWER COLLECTION 

Prism Leisure 
£2.90 

AT LAST 16- Bit budget software really has gone 
budget With the release of a hew range of cheap 'n 1 
cheerfuls at a genuinely pocket money price. The 
games on offer are a mixture of ex-full price games and 
previously unrel eased titles. 
There's something in the range to suit every taste from 
Las Vegas, a gambling simulation to Mouse Trap, a cute 
and colourful platform game. Some of the titles, such as 
Addictive's Football Manager, have previously been chart- 
topping full -price releases. 

All of the games come attractively packaged in compact 
plastic walEets with an instruction leaflet. Unfortunately, we 
haven't got room to review specific titles here, but take a 
look - at this price you can't go far wrong. 

SUPER CARS 

GBH 

£9.99 

NOW Th|AT THE 
SEQUEL to this Superb 
top-down racing game is 
out as a full-price contender, 
those who missed it the first 
time around are being given a 
welcome opportunity to sample 
its delights. 

Set in a futuristic competition in which customised sports 
cars battle it out with each other in short tough races,, Super 
Cars (first reviewed in Issue 1 7) provides plenty of action for 
even the most jaded joystick jockeys. 
The basic action is similar to the classic coin-op, Super 
Sprint. You race computer-controlled cars on any one of 
nine tracks for between five and nine laps. There are three 
cars to choose from, each of which can be modified by 
buying parts from the buxom shop assistant. Opposing care 
can be bumped or blown away, but they fire back. As if that 
doesn't make things tricky enough there are oil slicks, water 
and mud to contend with. 

The superbly-playable action is complemented by 
amusing interludes featuring the car salesman and his awful 
jokes and Ron and Nancys Results Service. Definitely 
worth buying for this kind of money. 





FLOOD 

Star Performers 
E10.99 

AT FIRST SIGHT, Flood looks very much like a run 
of the mill platform romp, but five minutes of play 
is all it takes to put this Bullfrog offering (first 
reviewed in Issue 22) head and shoulders above most 
other games of this genre. 
The star of the s how is Quiff v. a cufe green fellow with 

a pot belly who 
lives happily in a 
system of 
underground 
caverns. Happily, 
that is, until now. 
Something's gone 
wrong with his 
plumbing (corks!) 
and now his 
caverns are being 
slowly flooded. Wot 
being a great 
swimmer, Quiff y 
must escape, but 
before he can do 
that he has to clear 
the trash left in 
each cavern. 

What follows is an 
absolute riot as 
Quiffy jumps, runs, 
and swims his way 
through some of 
weirdest caverns yolTve~seeh7 populated with the 
likes of the Psycho Teddy, the Vacuous Gombo, and the 
Bulbous-Headed Vong, Fortunately there's a good deal 
of harmful hardware scattered throughout the caverns, 
including grenades, flame throwers, and dynamite with 
which to fend off the ferocious thingies. 

What makes Flood a little different is the rising water in 
each cavern, Quiffy's ability to climb wails and hang 
upside down, and the ghost of his aunt who copies his 
actions and gradually catches up with him to drain his 
energy. Eminently playable. If you haven't got it, get it 
now! 
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STRYX 

Sizzle rs 

SMALL IS THE FIRST WORD 
that springs to mind when 
describing Stryx (first reviewed 
in Issue 1 B). But don't take that to be 
derisive; in this case small is good. 

In a fast-action game, it helps to see 
as much of the area surrounding you 
as possible, so it was obviously the 
designer's intention to make the 
sprites small and pack more into a 
singte screen. 
Anyway, on with the story, Earth's 




Central Dome City has been overrun 
by paranoid androids. As Stryx (half- 
man; half-robot), your task is to 
eliminate the rogue robots and solve 
the puzzle in the central dome. 

There are four sections. Each dome 
is a platform affair with colourful wefl- 



animated sprites, Underneath this is 
the hive, in which you pilot a ship in a 
tribute to Gravitar. Travel between the 
four outer domes and the central 
dome is by speeder bike in the tube. 
which is an excuse for a horizontally- 
scrolling shoot 'em up, And finally, 
pnce all four outer domes have been 
cleared, the colour-coded puzzle in 
the central dome must be solved, 

Stryx is one tough cookie, but the 
variety should stop the rot from 
setting in too early. Probably only 
worth a look if you're a dab-hand with 
a joystick. 



VIOLATOR 

Code Masters 
£7,99 

IT DOESN'T SEEM TO 
MATTER how hackneyed 
a shoot em up is, as long 

as it's got plenty of fast and 
furious action, and there's 
nothing that you're not 
supposed to kill, people will 
buy it. So it doesn't really 
matter what I say about this 



vertically-scrolling affair, it 
will still be snapped up by 
all the hardened shoot 'em 
up addicts out there, 
Nevertheless I am going to 
say something about it, so 
tough turnips matey! 

Violator is a hackneyed 
vertically-scrolling shoot 'em 
up in which there Is nothing 
that you're not supposed to 
kill, It's a bit like a poor man's 
SWIV- without the jeep. 
Your helicopter starts with 



limited fire power and a few 
smart bombs, and has to 
tackle all manner of attacking 
jets and tanks, not to mention 
innumerable gun 
emplacements. Fortunately 
there are occasional attack 
helicopters which, when 
shot, deposit - you'll never 
guess - a power-up. 

The infrequent change of 
landscape just about 
manages to break the 
tedium of this u seen it a 



LOMBARD RAC RALLY 



The Hit Squad 
£7.99 

MANDARIN HAD HELP from rally 
leaders Ford and the R. A, C, in 
putting together this sophisticated 
simulation of Britain's major rally (first 
reviewed all the way back in Issue 4). 
The game's route takes you through the 
whole of Britain in five gruelling legs of 
three stages each. The view of the road is 
Test Drive style 3D, only the angle of view 




is far more realistic, which gives this 
simulation a lot more atmosphere, 
A good proportion of the screen is taken 
up by the dashboard with fully working 
instrumentation. Additionally, the driver 
can be seen steering realistically as you 
take corners and change through gears, 
while the navigator holds a map board on 
which the route is slowly filled in. 

You can earn money via a timed sub- 
game In which you answer rally- related 

questions, The cash can then 
be used to customise your ear 
using a modifications screen 
on which you bolt all sorts of 
useful extras from' stronger 
headlights to reinforced 
suspension, A souped-up car 
is necessary because 24-hour 
driving involves tackling all 
sorts of road conditions in all 
sorts of weather. 

Lombard RAC Rally is both 
realistic and highly playable, It 
was worth buying at the 
original price and is a musf 
buy now, 






&!&**# 



hundred times before' job, 
but that's small consolation. 
The only thing I can say in 
its favour is that Violator is 
technically excellent. The 
scrolling is smooth and fast 
and the sprites are clear 
and flicker-free. Shame 
about the game. 

Having said all that, you'll 
still go straight out and buy 
it won't you?... Thought so! 



<> 
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STAR 
QUALITY 

Excellent 

{A must, essential, 

necessary,,,] 

Good 

(You could do far worse) 

Average 

(Only if it looks like your 

Kind of 'lining'} 

Poor 

(Ttiis is ihe 'worse' we 

were talking about 

earlier) 

Dire 

(No, no chance, no way, 

under no 

circumstances.,.) 
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CREATE A GAME 



Sounds 

unbelievable? 

Well, it's true. 

Thanks to Domark 

and Incentive, you 

really can win a 

living, breathing 

CDTVI What do you 

have to do? 

Simple, just write 

us a game... 



DON'T PANIC, ITS NOT 
THAT HARD. Last month 
we reviewed incentive's 
3D Construction Kit, giving it a 
massive 93 per cent rating, one 
of the highest ever received in 
The One. 

Part of this utility's attraction is 
that it can be used to produce 
fully- playable stand-alone 3D 
games. - and we want you to 
prove it. 

Use the kit to build a game to 
rival Casffe Master or Driller, 
save it to disk and send it to us. 
It's as simple as that! The best 
game we receive will win its 
creator a gen-yoo-wine 
Commodore CDTV (see ihe 
feature in our May issue for 
details of this amazing 
machine). 

How do you do it? Read on 
and all shall be revealed... 

THE ROAD TO SUCCESS 

To help you create your game 
of a lifetime, we've detailed a 
couple of little guidelines for 
you b follow. Nothing big, just 
sorne small points to Keep you 




on the straight and narrow, 

1 . The game must be able to 
run on a basic machine and be 
compact enough to fit on our 
cover disk (after all, you want 
everyone to enjoy the fruits of 
your labours don't you?). For 
this reason, data must be 
restricted to 300K (use your 
operating system to catalogue 
the disk it you're not sure! 

2. Full instructions must be 
included, giving details of all 
key commands and strategies. 
A synopsis of the plot would 
also be useful - this, like the 
instructions, should be typed (or 
very neatty written] on as many 
sheets of paper as are 
necessary - please use only one 
side of each sheet though. 

3. Don't forget to include your 
name, address, telephone 
number {daytime and/or home) 
and age on both the disk's 



and a separate sheet of 
paper. 

d. The final dosing date for the 
competition is Friday, 
September 6th. However, 
entries received in advance of 
that date will stand a better 
chance, as the team will have 
more time to assess their merits. 
Entries should be packaged in 
an appropriate carrier (jiffy 
bag or the like) and sent to; 3D 
Creations, The One, F.MAP 



Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 
3AU. Judging will be carried 
out by a panel consisting of 
employees of The One, Domark 
and Incentive. 

The winner will be announced 
and the prize awarded at this 
year's CES in Eafls Court, while 
the winning entry will be 
published on the cover-mounted 
disk of The One's October 
issue. 
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SEVEN INCENTIVES FOR CREATING A GOOD GAME 

In order to help you get your inspirational juices flowing, Ian Andrew and his team at 
Incentive have offered one or two (actually seven) helpful hints to game designing. 



The idea has to be an original one. Obviously, 
there are only so many settings you can use 
(science-fiction, medieval, present day and so on), 
but characters, names and locations must be 
original. No heroes called Luke Skywalkeror 
vehicles called the Tardis please. 

Make sure the graphics are interesting (sounds 
obvious, but you'd be amazed at what some of 
the designs in this office have looked like!). Base 
your constructions on interesting architecture rather 
than just simple cubes and pyramids. Using two 
different shapes together can often produce even 
better shapes. 

Animation can be an effective device. Try to bring 
your world to life rather than having a boring 
static environment. You will find that even 
something as simple as a flashing neon sign will go 
some way to adding interest to your game. 



Grab the player's attention from the start, pull 

him/her into the game and don't let them go. 

There's no point having 30 levels of boredom 

followed by the best thing ever, as no one will want 

to play past level one. If it's good, put it at the start. 



Don't be afraid to use multiple locations. 

Obviously, the memory allowance will limit you, 
but try to create plenty of different rooms within the 
guidelines. It's not as hard as it looks. 

Start the puzzles off on a simple level, gradually 
making things harder as the player progresses. If 

you stump them for hours at the first door, people 

will soon get bored and turn off. 

Try to include a decent storyline that covers both 
the background to the game and the player's 
aims and objectives, There's nothing worse than 
just saying "here's a maze, get to the end." 



WIN A 




YOUR GATEWAY to 
o world of 
creativity. 
Incentive's 3D 
Construction Kit is a 
versatile and! 
powerful game 
designer - and it 
coula win you a 
CDTV, 



THE COMPETITION IS ONLY OPEN to registered jsers of the 3D Cwwfruenbn Kfr, so remember Folks, fill That cord 
in and return it. Entry is forbidden to employees of EMAP Images, Domark and Incentm; and their friend* arid 
relations. Entries which rail to comply with the guidelines opposite will be regarded as null and void - no matter 
how high the quality. Arid finally, as ever, the editor's derision is final and no correspondence will be entered into. 
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THE ART OF STRATEGY 



IjMLIC I 




RUSSIA AND 

THE PACIFIC 



IN MEIN KAMPF, Hitler 
promised to expand 
eastwards to create living 
space ( J Lebensraum r ) for the 
Germans in conquered 
Eastern Europe and 
Western Russia, However, 
the rich oil-fields of 
Southern Russia and the 
potential supply of raw 
materials and food were 
probably as important as 
space in his pEans. 

In grand strategy terms, 
this was the war Hitler had 
been waiting for, the war in 
the West was just 
preparation. England was, 
however, .1 perpetual thorn 
in his side, which had not 
been removed after 
Dunkirk or subdued by the 
Luftwaffe. 

Hitler thought that he 
could defeat the Russians in 
one campaign, so he didn't 
concern himself with the 
prospect of a war on two 
fronts. Originally 
scheduled tor mid-May 
1941, the invasion of the 
USSR - Operation 
Barbarossa - was delayed 
until June 22nd by Hitler's 
campaign in the Balkans. 
The initial attack, by 121 
divisions, took place on a 
3,300 km (2,000 mile) front 
from the Baltic to the Black 
Sea. There were three main 
lines of attack - in the 
North, the Centre and 
South; the targets were 
Leningrad, Moscow, and 
Stalingrad. 

hollowing the 
Ribbentrop/Stalin pact, 
Stalin was convinced that 



Matthew Stibbe concludes his history of strategy with a 
look at the war at sea, on the Russian Front and on the 
computerised battlefield. 




I I i tier would not attack, 
and he interpreted Allied 
warnings of the invasion as 
deliberate provocation by 
the English and Americans. 
The onslaught took the 
Soviets entirely by surprise, 
In the first 18 days the 
attackers advanced 640 km 
(400 miles), capturing 
300,000 prisoners, 1,000 
tanks and 600 guns. Two 
months after the attack 
began, the northern group 
was at the gates of 



Leningrad, the centre had 
captured Minsk and 
Smolensk, and the southern 
group, Kiev. The Soviets 
retreated, adopting a 
defence-in-depth strategy. 

After quarrels and 
indecision amongst his 
generals, Hitler decided 
that it was best to 
concentrate on a central 
ol lensrvc against Moscow. 
After another delay, the 
Germans finally began 
moving from Smolensk, but 



they were plagued by 
autumn rains and, in late 
November, by snowstorms 
and sub-^ero temperatures. 
In early December the 
Germans entered the 
suburbs of Moscow,, but on 
December 6th, General 
Ceorgy Zhukov began a 
Soviet counter-offensive 
that forced the Germans 
back. This was the 
beginning of the end for 
the German Blitzkrieg. 
The following year a 
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redoubled offensive by the 
Germans met with failure at 
Stalingrad and Leningrad. 
The 1943 campaign was a 
desperate last bid by the 
Germans, but it was foiled 
at thr battle of K.ursk, 
which began as a German 
offensive on July .5lli 1943, 
but ended in a rout as the 



east European plains, the 
war in the Pacific was a 
naval war. Key factors were 
the control ol sea lines of 
communication a ltd major 
Strategic bases: Hawaii,, 
Guam r Wake Island. 
Malaya and the Philippines 
were important air and fleet 
supply base*; a* 
the battle raged 
back and forth 
across the 







German army lost half its 
tanks. 

As the Russian steamroller 
pushed back the German 
lines, Hitler refused to 
consider a Lactieal 
withdrawal to a better 
defensive position or a 
strategic withdrawal from 
the Russian campaign. By 
the end of 1944, the 
Russians had entered 
German territory and 
seem ed unstop p a h I e . 

WAR IN THE 
PACIFIC 

Events in the Far East 
present a completely 
different strategic picture to 

those in the West. Instead 
of huge armoured forces 
clashing on the central and 



Pacific in a series of island 
bopping campaigns. 

The first blow fell at Pearl 
Harbour, but almost 
simultaneously the Japanese 
attacked Wake Island, 
Guam, British Malaya, 
Singapore, the Dutch Last 
Indies, Burma, Thailand, 
and the Philippines. The 
fall of Guam and Wake 
Island cut off the U.^>. 
communications line 
between Hawaii and the 
Philippines. Japanese 
expansion was driven by its 
need to acquire raw 
materials - its strategy was 
to cripple Allied sea power 
in the Pacific, while 
capturing areas in South 
Fast Asia which had vital 
supplies of raw materials 




SECOND FRONT 

THIS GAME COULD BE described as 'Son oF Eastern Front'. As its 
subtitle 'Germany Turns East 1 suggest, it is a simulation of Operation 
Barbn rosso. The player can take control of either Germon or Russian 
forces - alternatively here's a Iwa-player mode in which each side is 
controlled by a different player. 

The game starts in either 1 941 or 1 942, wilb the appropriate annoy of 
fauces on either side. Vidofy is determined by the number oF cities each 
ployer contrail - for example in 1 941 the Germans must capture up to Five 
points' worth of cities, where Moscow is worth ihree and towns such as 
Stalingrad and Leningrad are worth one point. This sounds easy, but ifie 
German player is separated from these cities by mens than 1 ,000 km and 
at least one arduous winter campaign. 

Units are moved over the bex-based' map in a standard fashion (wilh 
each different kind of unit having a certain mobility albwance), wilh 
movement and combat taking, place in weekly blacks. All the units' orders 
are set up during the orders phase, and executed during the combat phase. 

What makes the game different from Eastern Front Is that it also takes 
Into account air power, action on other fronts, production and supply - 
by doing so, it provides o greater strategic challenge. 

Unite in ihe game ore organised into o hierarchy, with a series of 
headquarters and units riant down to squad level (tens of men). The 
player can only manoeuvre units at corps level (units oF tens of 
thousands of men), but (he detail helps to make the game seem more 
accurate, especially as combat can be viewed on a squad-by- squad 
fevel. Above corps there are army and then group headquarters. Above 
all that there is Oberkommando Wehrrnacht |OKW to you) ■ 
Germany's general staff. 

This hierarchy determines the way that supplies, reserves and air 
support are distributed. You can also change the composition of 
Individual corps units, by transferring divisions lo and from other corps. 
Headquarters have an area of influence within which unite can receive 
supplies, and which partially determines the control of any particular 
piece of land. Such influence over territory is very important, because it 
can determine whether or not a u nil is behind enemy lines - wim 
disastrous consequences if it is. Conversely, if an armoured unit is able 
to penetrate enemy lines and slill remain within the influence of its HQ, 
it can still receive supplies while seeking out enemy HQs. 

The weather was a major influence on the invasion of Russia. The 
winter of 1941 halted Hitler's armies just 20 miles short of Moscow, just 
as the winter of 1812 foiled Napoleon. Weather In this game comes In 
four varieties - clear, rain, snow, and blizzards. Each has a 
progressively worse effect on mobility, effectiveness and air support. 

I played the gome mostly from ihe German side - overall, I found it a 
challenge at the easiest levels, and the computer's Al seemed to be 
quite efficient at spotting my weaknesses. This game has inherited the 
good things From its spiritual ancestor, Eastern Front, but has added a 
great deal to this classic subject. It is perhaps a little more involved lhan 
most games (and the manual does little to help clarify things), but I can 
strongly recommend it. 



SILENT SERVICE II 



throughout the Pacific. 

Missions can be 
I individual or part of a 
UU ^■■El^Hl wartime campaign. Set 

against o historical background, the wartime 
campaigns can be the most challenging, 
because the odds are often slacked against ihe 
Americans, especially in early ports of the war. 
This ensures a shirting play balance and 
continued interest. A map of the Pacific shows 



THIS IS THE SECOND in MicroProse's series of 

re-releases of old games revamped for 16-bit 

machines. It's a more original rendition of me 

subject than ite stable-mate F- 15 Strike tagte. It progress in the war as the ployer moves 

deals with submarine warfare in the Pacific around the latest hunting ground. 

during World War II where the player can One annoying thing is that the progress of 

command one or more historically-simulated the war is completely unaffected by your 

submarines and engage Japanese forces success. I sank three aircraft carriers and a 



battleship in Iwo years, and during the war this 
would have dramatically shifted the balance of 
power. As it was, it had no effect, This feature 
is great for learning about the course of the 
war, hut doesn't really seem to have any game 
function. This is, however, a minor quibble - 
otherwise, the game pays great attention to 
historical detail. 

My Favourite features ore the digitised speech 
and sound effects, and the fabulous 'through- 
ihe-periscope'' vjew of enemy ships. It is 

enuinely fun to play, although lying in wait 
or o battleship can be quite nerve- wracking. 
Overall, this is an accurate simulation, and a 
good way of spending o few evenings. 
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SONY 3.5" DISKS SONY 

PD PD 

Service. The Be&t Disks-Ths Best Service-The Best Prices service 



DISKS 






10 3 5" 


D&DO 


£5.BG 


29 3.5 - 


DStrDD 


£11.50 


5U 3.S' 


D5/DD 


£16.50 


4a && 


OSW3D 


£21.50 


ffl 3.5" 


DSvDD 


ESS. 50 


1QG3.5- 


O$iQ0 


?'S« 


aooss" 


DSJDD 


CS9.00 


500 3.5 - 


DS/DD 


E21O.Q0 


MQHE 




CALL 



Us* Our Credltcard Hotllnalll 

ACCESS - 0742 725485 - VISA 

We Only Use Sony Disks. 
Lifetime Guarantee Same Day 
Despatch When Ordered Before 
Noon, Prices Inc Vat & Postage. 

NiW PD Libr ary 

Every Disk Order Includes 
Lalsst Calalague Disk 

(£12.50 Pw 1Q IfK 1« Clares Po«) 

Cheq jes Or P.O. '6 T« 



D.SW: Mem 


£29 99 


5Mk mh Clack 


E34B9 


Cumana Dfive 


EG4 69 


CBhH PASO SOMb 


ES73.99 


Phi ds 9433 Mfc 2 


£259.99 


CBM 1QB4S 


£250.09 


Dlafc Bom 




Oriy YHtt Disks 




AOr Cap Box 


£3,90 


WCapBCw 


ES.fia 



HARDWARE DISTRIBUTION 

Dept (TOAH), 28 Fymival Gale, Sheffield, Si 4QP 
Telephone Orders Welcome On 0742 726495 




WESTLANDS P.O. 

THE WESTLANDS, SOVERFORD PLACE, 

WILLENHALL, WEST MIDLANDS WV13 3DT 

TEL: 0302 60672B 



DEMOS 

DOM SCOOPEX 

DOM IRAQ DEMQ 

D013 BUDBFMIN 

D02S MADDOHNA AMtM 

DD4B CiHCtSTBUSTERS AWIM 

DM9 WILD COPPER 

CK!19CHF10*|ICS DEMO 1 

DD15 DEMO CDMP VIII 

B«ll hVIL DEAD DEMO 

DM4 NAPALM DGA1 H 

CC06 CREEP SHOW 

DMD POOL ANIM 



POO? P.M.C 

D058 HACKTRICK 

D0fl3 FRANKLIN FLV 

D031.'32 FREDOVCROUGER ^fi) 

D03S WALKjER DEMO i|- 

IXI21 tLUIRA DEMO 

D029 BATMAN AMIM 

MUSIC 

DOOE SLABBYS MUSIC 
DOiO D MOB a 
M(J ig/H BETTY BDO(2> 
MOt 5 DEE LITE 

MOOT EJETRAYAL 





tJIOQS POWER PACK II 

M0O4 CRUSADERS 

GENESIS 

MODI MADDOMNA HANKY 

PANKY' UTILITIES 
UKKW IHITROMAKJER 
U013 QUICK COPY 
UTJUCLI HELP 
LML'i: AMIBASE 
UO03 &&PPIEH5 

COLLECTION 
JM5 202 UTI LS 
LIDlfl DISK MASTER 
U012 ESA UTILS 
Unm MErJUIuiAHep 



All disks are CI each plus 60p p i p. If you would like a 
catalogue, disk available al 50p Bach cr any erf th* tbovt, 
plea&e aertd a Ch«qu« or fWo made payable to 
WESTLaNDS P.D, nnd Id 1he above address, paprjr 
utaloguss mt also available an request. 



*1 meg 

(2) 2 dish* 



Accessories also available 
*•* talalogue tor details. 
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BANDITS 



FREE 

POSTAGE 

FIRST 

CLASS 




AMIGA BANDITS PDL (DEPT THO A) 

GROUND FLOOR, 

28 LEMSFORD ROAD, 

ST ALBANS 

HERTS AL1 3PB 

TEL^ (0727) 036049 



Order 10/12 disks get free slimpak disk box 

Order 13/14 disk set free delux -mouse house 

Order 15/17 disks get two free slimpak disk boxes 

Order 18/19 disks get free delux mouse mat 

Order 20+ disks get free Amiga dust cover 

Change some of the following with old disks: 

A129 Bruce l_em/Anime"ti c»n 1 Meg 

A134 MA ktj TyHjn/Am I m allon 1 M&i4 

j\-^j".y Iraq Demo/US vi Iraq 

U070 L> Cnpy/Coples protected' diak tsrom«> 

VCffiO K.O. Virus Killers Comp. Inc. CViruE X) 

X[][)7 r 9nower Girls/Ariimatior 

XQCfl ruiiirj on na/Trie early days, nuflg ptcs & sarTtplu 

XOOB Ting Small (every Inert ji lady-Gu Inch monitor ruquirod) 

LKlf.11 Ar-'iibtiat- V3. /-fVEljtcellent database 

LI004 Worhbench pluaAA/drktmncM replacement 

LI101 VislcfilcypoiAfenLiI epreodshoot 

LJOfJI rVla&LHr Virus Killer VE.1/Kille 124 virusnn 

LJflfi!5 IV1i-CAD/C3CjrTipijtisr Airicicl design Utility 

GOOI All new Star Trek {jamo/£ uisks 51 Ek or 1 Meg 

G012 2 Player Soccer League (f uoifcci 1 1 manager game) 

GOZ1 Facman 87/Pacmar game 

Gttea tJoarogamee eumpilatinrvClass/ca — Cluodo ate 

C303a Drip/ i b levels of areadM action 

C5I018 AirkuuLin Inv.nrinrsi'ypace iilvadur pnm*i 

AarJ^" Bad Bart cl<_iL> romiic/Superti new demo 

A266 Sirripa.cin a demo/riew from Decay 

AD1 2 Puggs in space/Oute alien visits E^rtnr 

^*o^5 Probe aequuncn/^ Animation) Been on TVI 

A254 tiucoraln ll/Superti gfx & music 

ASBO Last Ark aemo/CAnlmaiion) Indy shoots swordsman 

AS61 Firaxion horror demo/Qory Over IS dorno 

A2M RotJOCOp II dtjm CM Su pn rtb stldeallOw dtn-na 

A25Q Total Reoall demo/Nico from rirnecode 

M02S DiBital concert 11/12+ rrnriii of Mpuse 

X010 Sabririu — QoyK,. boye, pove/over 1&I 



10 Quality DSDD Blank Di*k s ONLY E4.75 with labels 



10 dsdd 135 TPI blank disks with labels only 

inc p+p 




Strange things are happening down at the arcades this month, with spooky 
stuff from Jaleco, deja-vu from Taito and multiple personalities from Capcom 
- John Cook reports from the other side.- the other side of the office, that 



is. 



RACING GAMES -I love 
'em. From the 
monochrome Sprmtof 

over 10 years ago to present day 
classics such as indy Real, From 
Sega's aincient and hideous 
Monaco GP, through Pole 

Position to my recent lave, Final 
Lap. Give me that steering 



RACING BEAT 

Taito 




wheel a fake accelerator, throw 
in a few coins and take me 
away... 

Yupl Driving, games are 
popular - and for different 
reasons, depending on whether 
or not you have one of those 
attractive day-glo pink bit* of 
paper the Government. likes to 
call a driving licence. 

If you're too young to be In 
legal possession of one of these, 
driving seems to be one of the 
coolest things possible - rather 
like snoring in public. It opens 
up a whole new world of 
opportunities to get op other 
people's noses - you can drive 
through red lights, worry 
pensioners at pelican crossings, 
sneer at La da drivers, do 
handbrake turns in multi-storey 
car parks and generally be a 
"boy racer" (incidentally, a 



demonstration of recommended 
driving technique can lie 
gleaned from a video called 
The Driver, starring Ryan 
O'Neil, a must for all turbo 
nutters). 

For the uninitiated, 
driving games give you a 
chance to bone up on your 
technique before getting in 
front of a genuine driving 
machine and risking your 
neck for real. But For us 
harassed creatures who do 
own a set of wheels, they 
perform an 

entirely different 

function. They are 

what we wish it 

really was like, out 

there on the open 

road; no flashing 

blue lights, no 

M.O.T., no 

insurance, just a 

wonderfulfantasy of 

a big engine, no 

speed limits and 

overtaking without 

checking the 

mirrors. As I said, I 

love driving games! 

Manufacturers love 

them too - and Taito 

has decided to enter 

the Fray for the first 

time in ages, with 

Racing Beat. 
Looking at Racing 

Beat, you mi^ht be 



forgiven for thinking chat you 
were looking at Final Lap - as 
both the unit's styling and the 
general look of the screen are 
similar, but there are some 
differences of course. 

To begin with, there's a 
selection of four different tracks 
to race over, from USA (dead 
easy) through UK. France and up 
to Japan, which is twisty and 
difficult to learn. 

Controls are simple, with the 
conventional wheel and pedal 
configuration, and a hi low' 



two- position gear lever on the 
right of the display. This also 
has a sm all button on the side, 
which is used to enter the pits, 
Pits? Yes, you Formula i fiends 
you, the thing about Racing Beat 
is that an extra element of 
realism has been throw into the 
gameplay. 

Looking at the screen, you'll 
see there's a icon of a tyre on 
the lower right hand side. This 
decreases as you skid around 
corners. As this happens, the 
cornering characteristics of your 




ACTION, SHOOTING PUZZLE 

Capcom 




THIS IS A NEW DEVELOPMENT - Capcom has put three new games 
inside one cabinet, with the punter choosing which one to play 
after the slot has been filled. The three are Midnight Warriors, 
Gtsriot and Don't Pull, described respectively as Action, Shooting and 
PuM.le (hence the naime!), 

[f you've played Willow, a previous Caipcom title, then you'll he familiar 
with the sameplay in Midnight Warriors, where one or two of you get out 
on the horizontal scrolling search for the Chariot Of Light that will free 
the world fjoni the bad guys. In Chariot, you seem to be flying one in a 
Nemesis-style bash. Finally there is the unrelated Pon't Pull, a cutesie 
Pengo variant. 

All three have a very high standard of graphics and gameplay - 1 went 
into testing thinking they'd all be a load of rubbish and was proved 
pleasantly wrong. Mainstream stuff for sure, hut well crafted and all 
worth playing, If only Playchoice-w was like thisF 
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ARCADES 



ear change - so that once you're 
down at the bottom of the 
indicator, trying to take a bend 
at high speed Is not to be 
rerommended- 

Each lap, you have an 
opportunity to nip into the pits 
and get a new set of wheels, 
which will enable you to throw 
the motor recklessly into the 
bends - but will lose you time 
while the mechanics are 
rumro aging around rite axles. 
Whereas, If you are Mir. Boring 
Careful Driver, and try to 
conserve your rubber - you may 
not need a pit stop during the 
race... which could give you the 
advantage of those extra few 
seconds. 

Although there are computer- 
controlled cars littered about 
the track, is's much better If you 
can find another human being 
ro play against you - which 
h rings in that feeling of 
competitiveness. 

Offset aga inst the extra 
^ameplay element of pitstops, 
'though, for me. Racing Beat 
doesn't quite deliver in the 
graphics and sound department 
when set up against recent two 
player games like Sega's CP 
Riiiei; and the cars somehow 
felt less responsive than in 
Final Lap. 

But it's an interesting variant 
on a tried and tested formula 
and even given that the 
implementation is competent 
rather than inspired, worth 
minor investment by any 
budding Mansells. 



AVENGING SPIRITS 



Jaleco 



THERE HAVE BEEN a lot of 
strange personas that 
players have been asked to 
adopt in arcades: Monkeys. Aliens, 
Birdies, Girlies - you fiante it. But 
this time, jaleco has gone one 
further giving you the opportunity 
to become a ghost, and 'possess' 
your way to victory! 

You have been shot to death by 
your girlfriend's kidnappers, but 
her Dad, a researcher in things 
spooky, brings you back and gives 





you instructions to go get her! This comes down to jumping 

on baddies and possessing them, so you enter into their 
| bodies and control their movements. 

Naturally, you also get to take on their individual 
I characteristics ■ so if you take over a lithe girlie baddie, you 
get to he agile, take over an agent and you get to fire a gun, 
take over a dragon, and you get to breathe fire. 
Nice trick - but when your host hits the dust, you have to get back inside another one pretty sharpish, 
or you run Out of Spook energy. 



This isn't destined to be a classic, but it has enout 




and nice touches to make it worth a few 



OUR FAVOURITE ARCADES 

Number One In An Occasional 

Series 

Electrocoin 

CTMTW1 LCttDON has plenty of 
good arcades if you kriuw where to 

look -some seedy but cheap, Lis 

Vegas in Wardnqir Sireei for 
example, some- glossy and 
expensive, like ruiilund in the 
Trocadero. w*enp you can find 

amazing stuff such as 
Viriuality and the R- 
)6o. Bui if you're 
looking for the 
very lalest FCB 

games, then 
you have ro 
make a hee- 
linc for 
Electrocoin, 
in TottenhlUT 
Court Road, 
next to (Joodge 
Scree: 

Underground station 

This in the test site for 

many 'Beta-test' boards (this is the 

srate that games appear in before 

they/re finally finished) so you often 

gel to **# games months before 1hey 

set into Tull distribution - from bit; 

names Ilk? Capcom. Data kns<, SNK 

and jaleco. Recently ref urhished, 

il's essential if you art -:m a rode 

fiend and Are visiting Central 

London. And riton't forget to rake a 

lot of doshl 
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Amiga Public Domain Software 

Over 1900 Disks Available 
Thousands of satisfied customers 
Most orders sent within 24 hours 



only 

£1.25 

a disk 



ANIMS l \fEC 



9. UNtffrtJLE. ANIMATION 

14. WALKER DEMO 

15. WALKER DEMO 1] 
155, SPACE ACE DEMO 
196. PUGGS IN SPACE 
IMS. SI lOUT.H SI !OW I' I S) 

761 . NOIZE & OFTRC ANIM5 2 

765. OFFTHEHHAD 

76*. PIANO AMMA LION 

771. DICIMOVESfIS) 

S<H. FLEET MANEUVER 

Hd.i. APPROACH 

HilH. WORKSEE AND PHIL 

au9. 6ll.l.[AKL> ANIM 

882. FILLET '[■Hi: F1S] [ 

914. ST.EALLTY]] 

I0S7. VIRUS FREE ANIMCOMP 

[071 FROG ANIMATION 2 (Hi) 

um. SILLY ANIMATIONS 1 

KfiB. S WAYS TO KILL A MOLE (16) 

1060. UFXSA bitch (ia> 

iaas. selly animations: 

1095. BATMAN THEMOVIE 
1 104. |UGLER ANtMATK IN J 
1 J 10. BACK TO THEM. M RE J 
lll«. AT THE MOVIES 
]]fi7. ADONIC MOVIE DEMO 
] Liu I . 5 WHS TO Kl LL A MOLE 2 ( 16) 
1517. THREE MORE STEALTYANIMS 
1544. STEVES ANIM niSk S 
1555. VIDEO CLII 1 ANIMS 
565, TOOLS OF THE J RAI>E 



LAST TRAIN TO TRAIN CLN THAI. 

- The Amiga Mis- 
3 Disks, Oitty £3.fjQ 



] 



Full Range of AMOS 
disks available 



KXCULSrVElIS 

X - System 

Only £3.99 



Clip art Vol.2 

Now Only £3-00 



Games Galore 1.-4 

35 TOP QUALITY GAMES 

ON 4 DISKS. ONLY £5,00 



MUSIC 



Trlli. IF ONLY 1 GOULD 1MEG 

551. VOCAL ATTACK 11 

£*& THE POWER REMIX I MEG 

561. DIGITAL CONCERT 4 

535. FEEL THE RYTHEM I MEC 

539. CRYPTOBURNERSM[;siCV r O].1 

600. THE FUNKY DEE 1 MEC 

629. bacxehiamusk; 

GW, CHSOTIC SOUNDS 1 

7Hfi. SOOOFEX BEAST SONIX 

RBP, REFLECTIONS L 

832. REFLECTIONS S 

B9S. ALIENATION AURAI . EXTASY 

694. CRISIS MUSIC DISK1 

699. GROOVE IS IN THE EIEAKT 1M 

91)7. PSA MVJBOC DISK 

■||a). IDTJCfiilTUNES 

938. SLIPSTREAM CHIP MU SI i. 

998. PHANTASM fUKE BOX ] 1 1 
W\. BASSl.lNL.vil SIC DISK 
944. MUSIK MAESTR0 1 

9S2. KEFRENSJUKE BOX 

9SH. LETS RIP] 

963 LETS RIPS 

986, AMIGA SOUNDS 

■•!■ I.". AXLES MEGA MUSIC 1 

996. JTS MUSIC DISKS 

999. LONDON BEAT ] ME(J 

1000. COMPUTERW0R1 DS 






Only 40p each 



A.JVIOS Lieoiicre'wtijre 

Only £3.5() a disk 
TNUjw upto I,FE> 25 



Master Virus Killer 2.1 

Detects 124 Viruses 



Catalogue Disk £1.00, FREE with all orders. 



PI> STARTER PACK4, £5.00 

Master Virus Killer 2.1 The Besi 

Substance ,. , Great Vectors 

Mega Kail Addictive Rreak-01.11 ^aine 

Catalogue The K<:*i around 



Ordering Dclaits 

All rliski £1.15 each Linksiochcj i*Ljc slukiI PLuaj* arid <jfjp <o total order for P&P in UK. 
Fur Owraeas iotLitx, Fl^aw add ?5p perdisi. Mjiliiimirt ard«r nrt'!S rliskv 

VIRUS FREE PP. .„., .„.„„ _ £1.15 EAjCH 

AMOSPD ,..._._ _ -U-S5EACH 

AMOS t.Tf:F.N CE^ARE ™ » „JJ 50 EAQ I 

POWEK CULLEt:i ION" , ._.„ , ,..,.„..S2.99 EACH. 

Pticki mhjrct (n chmge wilhoul notice. 






ADULT PACK 
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Where is there a wealth of untapped 

programming talent just screaming to be 

used? Where can you see graphics to 

make your hair stand on end? Where do 

programmers from Sweden, Norway and 

Denmark regularly greet each other in 

illegible scrollers? Where? Right here in... 



fcEMOS 
DOMAIN 



AT LONG LAST, demo 
companies are 
beginning to break out 
of their 'minority' shell. How? 
Well, the biggest news to rock 
this scene in the past few 
months has been 17 Bit 
Software's decision to launch 
its own full -price software label 
(almost full-price that is, as the 
games will retail for £9.99), 

The first title to be released 
will be the martial arts sim. 
Full Contact. Unfortunately it 
arrived a little too late for 
review purposes, but from 
what we've seen of it, it could 
rate pretty highly. 



Like all good ideas, this one 
has been quickly followed up. 
Since 17 Bit's announcement, 
two or three other demo 
companies have taken the 
plunge and are about to 
launch their own software 
labels. What makes this move 
so special is that the games 
that will come out of it will 
have some of the best 
graphics and sound around 
(just take a look at some of the 
pictures on this page to see 
what they're capable of), 
Hopefully, the world of Amiga 
games will never be the same 
again. 



PICK OF THE MONTH 



p i 



VJOUR SHCTI. 
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WHO WOULD HAVE THOUGHT that ihe words left a bit, right 
a bit, up a bit, down a bit' could hove inflicted sheer lerror into 
the hearts of men? That's exactly wW hgppens in Tanx (pari of 
the compilation on disk 761 } from Start Computer Systems - a 
game jam-packed with nerve-wracking tension and atmosphere. 

Two players face off in identical tanks from either end of a two- 
dimensional shooting range. Taking lums to lob their shots over 
such obstacles as wind current generators (that affect the height 
of ihe shot), fans (that affect the direction} and hills, ihe aim is, 
quite simply, to blow ihe opposition tank up. 

Although Tan* is Iwo-player only, it's still worth buying, 
especially as ihe other bur games on the disk are also fairly 
decent. 



GRAPHICS 

THE GODS ARE SACK AGAIN, this 
time on a si ides how disk called 
Proud Moments (above). Fantasy 
shots of varying quality (plus a 
couple of, shall we say, risque 
pictures) make up the disk. 

Another risque subject, Madonna, is 
probably better known for her sonics 
than her visuals (although her visuals 
aren't that bad either), so It seems 
fitting that she only provides the 
music for the Ptasmutex demo. An 
excellent Vogue mix gives the ears 



something to do 
while your eyes 
are concentrating on the stylish pixel 
displays and blurred images. 

If your head isn't reeling after that, 
then Total Confusion from Utopia will 
probably finish the job. Sensibly 
though, the best thing on the disk is a 
short piece of starship animation. 

Also on the animation front is Tools 
Of Tft& Trade. Short and sweet, it 
involves a mouse running around a 
joystick. Simple as that. 

Visual delights are also on offer 
from the first of two appearances by 
the near-legendary Tobias Richter (he 
of Star Trek fame). Departing from his 




usual breathtaking animations, Mr. T. 
treats us to a si ides how of Star Trek: 
The Next Generation pictures 
(above). According to the disk, he's 
working on a ST:TNG video. We can 
but wait. 
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GAMES 



NO SHORTAGE OF GAMES this month 
(anyone would think it's the Olympics }, 
Games Galore Volume Four has a bundle of 
good quality titles [and one real turkey called 
Egyptian Run, but let's not go into that), the 
best of which is Car. a series of one-player 
races across different tracks, each littered 
with obstacles such as walls,, potholes, ice 
and mud. 

lit may only have a limited appeal (you'll 
probably be bored of it within a month), but if s 
cheap and cheerful and moves faster than the 
Conservatives out of Monmouth - now that 
cant't be bad! 

Zeus is heralded as the first ever Gameboy- 
to- Amiga conversion (can this be true?) and 
certainly looks like it. Don't be put off ■ once 
you start playing it becomes quite absorbing. 



SOUND 

IViONSHTER SHOUND 

ANIMAL, up the Villa!" So 
much for the Nigel Kennedy 
impersonation. Vivaldi's Four 
Seasons, in all its glory, has 
made it onto the Amiga, 
hopefully opening the door to 
a whole string of classical 
greats (what do you mean 
you prefer Betty Boo?). All of 
the movements are rendered 
in above-average quality and 
are well worth a look if you 
want a change from: the usual 



HI! I'M Bhlll 
SIMPSQH, 
UJHD THE MFLL 
111"? 



The idea is to push similar blocks together 
and make them vanish, clear a screen and 
you clear a level, 

Zeus isn't the only puzzler currently 
available. Shapes is a Tefrfs-ish affair, the 
purpose being to slot shapes together to fill 
the overall area. Cubuius marks the second 
appearance of Tobias Richter (see Graphics) 
in what can only be described as a two- 
dimensional Rubik's Cube (and not a hint of 
Star Trek to be found!}- 
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Jarre-esque sounds. 

And speaking of the Jarre- 
esque, Overload from Jetset 
contains six pieces of superb 
keyboard music, with a menu 
taken straight from the Braun 
Independent Music Charts 
from Sky TV's MTV channel. 

That other Sky classic, Bart 
Simpson is back yet again in 
another mix of Do The 
Bartman (left). It's not as good 
as last month's offering, but it 
might be worth a look if you're 
a real die-hard Simpson fan. 



:i ii- 



Other goodies this month 
include Cerebral Delights, Iwo 
'laserdisks h of great muzak, 
Maniacs Of Noise, a selection 
of tunes from games such as 
Unreal and Mysterious World 
and More Than Music, a 20- 
mlnute extravaganza (left). 

Finally, Music With A 
Message is certainly that. I'm 
not sure if the demos scene is 
the place to carry out personal 
vendettas, but the messages 
with the music seem to be 
targeted at a crime that 
affected the programmers. 
Still, if you can put the morals 
aside, it's a great tune. 



WHERE TO 
GET" 



Tan* (Disk 761 ), Star Trek 
Slideshows [699] Cerebral 

Delights (765 & 766) and 
Maniacs Of Noise (562} are 
available from: 
Staff Computer Systems, 
Barbican House, Bonnersfteld, 
Sunderland SR6 OAA. 

Proud Moments, Tools Of The 
Trade, Games Galore Vol. 4 
and Substance are ovgibble 
from: 

Virus Free PD, 23 Elborough 
Road, Moredon, Swindon, 
Wilts. SN2 2LS. 

Jetssf s Overload [1 053), 
Zeus (1 058}, Plasmutex 
( 1 035), The Four Seasons 

( 1 050 & 1051 1 More Than 
Music (1034), Aurora (1039) 
and SJlenfs {1026} are 
available from: 
UBii Software, P.O. Bqx 97, 
Wakefield WF J IXX. 

Do The Bartman is available 

from; 

Gomes Domom PD, 22 

Broadwater Crescent, 

Stevenage, Hertfordshire 5G2 

8EQ. 

Shapes and Cubuius are 

available from: 
Riverdene PDL, 30A School 
Road, Tiiehurst, Reading, 
Berkshire RG3 SAN. 



MEGADEMOS 

NOT MANY MEGADEMOS to be found this month, but what 
there is. is surprisingly good. Aurora's latest features the 
usual collection of filled 3D objects spinning against a 
starfield, plenty of vectorbobs bouncing around the screen 
and what is possibly the most illegible scroller yet seen 
(even ihey admit it!). 
Global Trash from Silents (above right) starts nicely with a 



simple 3D box that starts mutating in all manner of ways, 
followed by plenty of vectors, a superbly ray-traced space 
ship, very much in the Psygnosfe mould and ending with 

one of the nicest nay-traced screens ever. Finally. 
Substance from Guartex contains a nice-looking (but still 
unreadable) 3D scroller and plenty of shiny bubbles. 
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THE COMPLETE GUIDE TO THE AMIGA 



WORLD EXCLUSIVE: 
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Not only will 
you fintL*^ 
the us 



meduiilh 



but th 
a second disk 
absolutely 
free contain- 
ing the full 
price classic 
game Zombie! 
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FREE GAME worth £19.95 
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Zombie, demos of PP Hammer and Manchester United Europe, colour cycling 

slideshow, Vista Pro tutorial, Technosound Turbo sampler, 2D to 3D tools, plus* 

home inventory system!! How much more could you cram onto two disks??!! 

CU AMIGA -ON SALE 26TH JUNE 
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TIPS 



Sic Transit Un Gloria Est Level inium Stuckus. 
Or roughly translated, if s... 
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OKAY, LET'S TALK PRIZES. 
As one Gordon Ceklco 
once said, "Creed is 
good." Well it certainly seems 
to motivate you little devils to 
send in tips galore, doesn't it? 
Two months ago our software 
shelves were straining to hold 
all the games up. Nowadays 
they're starting to grow spider's 
webs. 

Allow me to sort out the way 
things work: 

CHEATS 

Each month one of the cheats I 
receive will be my Star Tip and will 
win a free piece of software from our 
severely depleted stocks. Now, I know 
that many of you send the same 
cheats in, so from now on it's going to 
work on a 'first out of the hat' basis. 
Everyone that sends in the same Star 



Tip will go into the draw and the 

winner will be picked from that. 

HELPING HANDS 

The reward here is simply receiving an 
answer to your query. As always, 
there's never enough room to print all 
of your problems, so if your question 
doesn't appear one month, hang on 
in there. It'll be in our fifes and we'll 
get to it eventually. Sorry 'bout that. 

CONTACTS 

Every Contact gets a piece of software 
from our catalogue due to their 
unselfish nature and bravery (well, 
how would you like to get calls at 
four in the morning?). 

Okay, those are the incentives, so get 
tipping and remember, we can't give 
tips over the phone. After all, that's 
what all of those Contact names are 
there for... 




WINGS OF FURY 

Type in COLIN WAS HERE 
at any time to activate the 
cheat mode. Then push: 
P - to give you a maximum 
of nine planes 
C - to change your 
weapons 

M - to give you 99 items of 
the weapon you are using 
D - to make you immune 
F - to refuel 

PRINCE OF PERSIA 

Press 'Caps Lock' and 'L' 
to skip through all the 
levels. 

ACTION FIGHTER 

To activate the cheat, type 
in your name as Z BACK 
DOOR- 

FROM: Patrick O'Connor- 
Read, Lincoln 

TURRICAN 2 

Press 'Help' to enter the 
music menu and press '1*, 
T f '4' and 2". Next press 
'Esc* twice to get infinite 
lives (and 'Big Blue 
Thingies' according to 
Neil). 

FROM: NEIL WHITE, 
READING 



CAR-VUP 

On the high-score table, 
enter your name as R.J. 
TOONE, This should give 
you infinite lives. 
FROM: T.J. B RIFF ITT, 
AVON 

CHUCK ROCK 

While the band is playing in 
the introduction, press 
'Esc' twice then type TURN 
FRAME. The cheat will 
activate, allowing you to 
press T-'5' during play for 
the required level. 
FROM: ANAS EL-KHANI, 
PURLEY 




Dear Brian, 

HELP!! I am stuck in one of 
the best adventures of all 
time and I'm beginning to 
go spare. It's Delphine's 
Future Wars and I fust can't 
get past the office room 
with the typewriter. Can you 
help? I've tried everything 
to get further but my mind 
has gone blank. 
George O'Brien, 
Dagenham, London 



Ah ha! The old 'can't get 
past the map' problem. 
Simple. You need to use 
the little red flag (found by 
the toilet) on the map on 
the wall. Run the mouse 
over the map until you find 
a tittle hole (it should be 
somewhere near France, I 
think) and put it in. The waff 
wilt open and on you go. 

Dear Brian, 

Please could you help me 
to solve the puzzle in the 
last part of Cadaver. In your 
printed solution it says that 
if you cast the Bless' 
potion on the 1 doses of 
20 stamina potion, you get 
tel sported back to the 
Great Cellar. No matter 
what I do, nothing happens. 
When I go back to the 
Great Cellar by joystick I 
find that I cannot get the 
caskets. Could anybody 
solve this for me, it would 
make my day. 
J. Jones, Hastings, East 
Sussex 

Okay, we messed 1 up. You 
weren't the only one to 
mention this stip-up. There 
should have been a line 
saying: Walk into the room 
next door. There is a large 
pentads on the wall. Throw 
a flask of blood at the 
pentacie and you wilt be 
teleported to the Great 
Cellar. Sorry for all the 
inconvenience caused. 

Dear Brian, 

I have got a copy of Kick 
Off 2 and need some help, I 
keep losing to the 
computer teams and was 
wondering if you had any 
cheats or tips? 

Jason Murray, Epsom, 
Surrey 



£1 Public Domain 
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SWIV 

For infinite lives simply 
pause the game, turn 
'Caps Lock' on and 
boldly type NCC-1 701- 
D. Take 'Caps Lock' 
off, un pause the game 
and there you go. 
FROM; Spyros 
Tacticos, East Acton 



• 800+ Public Domain library to choose from + utilities s/w 

• Original Public Domain from the publisher of Super League 
Soccer 

• Blank Disks perfect far PD from 33p and 
PRE-FORMATTEDfrom55p 

• Music Disks (trackers and samplers) 

AMIGA AMPLIFICATION UNITS for £14,95 {5 watts of 
stereo sound} 

• Send£l For catalogue disk 

• Send cheques/PO to Hyperactive Developments., Certney 
House, 

1 2 Dudley Street, Suite 1 , Luton, Beds. LU2 ONT 
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0582 420333 
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H&lp with Kick Off 2? 
You're talking to the 
master, sonny. Seriously, a 
guide to playing Kick Off 
would take up a couple of 
pages at least, but for now 
try some of these iess than 
honourable tactics: 
Lobbing the ball from the 
edge of the centre circle 
(that's pressing fire then 
reversing the joystick 
quickly); standing on the 
bat! in your opponent's 



penalty area hoping that he 
fouis you (hey, so it's dirty. 
It works doesn't it?); 
substituting your 
opponent's goalkeeper 
(hee, hee) and stopping at 
the corner of the box, 
waiting for the keeper to 
approach you, then running 
around him. 

When you do go a goal 
ahead, try wasting time by 
taking as long as possible 
on set pieces, substituting 



and passing the ball around 
(and back to your keeper), 
kicking it into the crowd - 
basically everything you 
see on a Saturday 
afternoon. 

Dear Brian, 

Two quick questions: 

1 . 1 can't get very far in 

Audiogenic's Exterminator, 

In fact, I can't past Level 2. 

Can you help? 

2. In interphase from Image 



Works, I can't seem to get 

anywhere without losing 

energy. 

Sean Thomas, 

Llandudno, Wales 

Okeydoke. 1. In the 
kitchens, try shooting into 
the fridge when its door is 
open. This will take you 
onto the next house. 2. On 
each ievef, fly underneath 
the rectangular archway to 
boost your energy levels. 



CONTACTS 



YOU KNOW, I NEVER thought there'd 
be such a response to the Contacts 
section. It's amazing how many of you 
out there arne willing to sacrifice amy 
chance of getting some sleep at nights 
in order to help little Cedric Hlenkinsop 
get past the Giant Teflon Mutant on 
level 18 of Zen Nirnas Meet The Killer 
Guinea Pigs. The question is, am I to 
run existing names each month or do I 
replace them wHh new ones? 

The best way to run things is to add 
new names each month, unless you 
specify on the letters that you want to 
run for 'X' number of issues. This way, 
readers can build up a catalogue of 
Contacts as the months go on. rf you 
can't find anyone this issue, you can 
look at previous ones. Contacts should 
therefore be aware that even if your 
name isn't printed in the current issue, 
if you were in a previous one you're 
still eligible to offer help. 

So rf you want to help out, send us 
your detail* in the fallowing manner: 
Name! 
Address: 

Telephone number: 
Times To Call: 

List Of Games fin ALPHABETICAL 
order): 

Please include only the games you've 
completed - if you've got cheats for a 
game send them to the other section 
(you know for the people who can't 
play games properly). Send everything 
to: Contacts, The One For Amiga 
Games, Priory Court, 30-32 Farrlngdon 
Lane, London, ECIR 3AU and in return 
we'll send you a free piece of software 
from our wast library. 

Finally, if you are going to use a 
Contact, then please follow these two 
guidelines. 

1. Respect the times printed. There's 
nothing worse than just drifting off to 
sleep at night when the phone rings 
land contrary to papular belief, 
sensible times only does not mean 
three in the morning). 

2. Please send an S.A.E. for written 
queries. 

Okay, on with the show... 

NAME: Steven Hurst 

ADDRESS: 36 Sandgate, Stratton, Swindon, 

Wilts 

TELEPHONE: n/a 

TIMES: n/a 

GAMES: After The War, AMC, Archi pelagos, 

Afhanoid II, Armour-geddon, Army Mows, 

Atomic Robokid, Atomix, Awesome, Baal, Back 

To The Future II & III, Balance Of Power, 

Barbarian, Batman The Mavis, Battle 



Command, Battle Squadron, Beach Volley, 
Blood Money, Bombuzal, Brat, BSS Jane 
Seymour, Bubble Bobble, Buggy Boy, Cabal, 
Cadaver, Carrier Command. Car-Vup, Chase 
HQ, Chips Challenge, Continental Circus, 
Crackdown, Cybemoid II, Damocles, Defender 
II, Distant Armies, Dogs Of War, Dragon Breed, 
Dragonscape, Dragon's Lair I!, Drakkhen, 
Drivin' Force, Dungeon Master, Dynamite Dux, 
Dynasty Wars, Oyter 07, Eliminator, E-Motion. 
Enchanted Lands, Escape From Tha Planet Of 
The Robot Monsters, E-Swat. F-29 Retaiiator, 
F/A-1 6 Interceptor, Falcon, Fighter Bomber, 
Flip It + Magnose, Flood, Future Wars, Game 
Over II, Gazza II, Ghostbustens II, Ghosts And 
Goblins, Ghoute And Ghosts, Gremlins II, 
Hammerfist, Helter Skelter, Horror Zombies, 
Immortal, impossamole, Indiana Jones And The 
Last Crusade (The Adventure}, Indianapolis 500, 
Interphase, Ivanhoe, James Pond, Jumpin' 
Jackson, Karate Kid II, Kid Glove;, Killing Game 
Show, rOuc Laser Squad, Last Patrol, 
Lemmings, Light Corridor, Loom, Lotus Esprit 
Turbo Challenge, Manchester United, Midnight 
Resistance, Midwinter, Monty Python. Narc, 
Navy Moves, Nebulus, Never Mind, Night ShrJt, 
Ninja Spirit, Nitre, Oops Up, Operation 
Thunderbolt, Pang, Paradroid 90, Pipemania, 
Plotting, Populous, Powermorigsr, Predator, 
Prince Of Persia, Projectyle, Puzznic, Quartz, 
Rainbow (stands, Red Storm Rising, Rick 
Dangerous I & II, Robocop, Robocop II, Satan, 
Shadow Of The Beast II, Shadow Warriors, 
Shanghai, Silkworm, Sim City, Sly Spy, 
Speedbali 2, Spindizzy Worlds, Spy Who Loved 
Me, Starglider II, ST Dragon, Stunt Car Racer, 
Supercars, Super Hang-On, Super Off-Road 
Hacer, Supremacy, Switchblade, SWIV, 
Teenage Mutant Hero Turtles, Test Drive, The 
New Zealand Story. The Power, Time Machine, 
Torvak The Warrior, Total Eclipse, Toyota RAC 
Rally, Treasure Trap, Tgrricati I & II, Typhoon 
Thompson, Unreal, Vaxine, Venus The Flytrap, 
Virus, Voyager, Wings Of Fury, X-Out, Xybots, 
Z-Out 

NAME: Jayne Thorpe MA 
ADDRESS: 29 The Chase, Levoringtun Road, 
Wisbech, Cambs. PE13 1 RX 
TELEPHONE: (0945) 592260 
TIMES: before 9.30pm 
GAMES: Action Fighter, After The War, AMC, 
Army Moves, Atomic Robokid, Atomix, 
Awesome, Baal, Back To The Future II, 
Barbarian, Batman The Movie, Battle Squadron, 
Bloodwych (maps & guide), Bombuzaf, Brat, 
BSS Jane Seymour, Cabal, Cadaver (maps), 
Captive, Carrier Command, Car-Vup, Chaos 
Strikes Back, Chuck Hock, Crackdown, 
Cybernoid II, Defender II, Dragon Breed, 
Dragonscape, Dragon's Lair II, Drakkhen, 
Dungeon Master {maps &. guide), Dynamrte 
Dux, Dynasty Wars, Eliminator, E-Motion, 
Enchanted Lands, E-Swat, Eye Of The Beholder 
{maps & tips), Flood, Gauntlet II, Gods, 
Gremlins II, Helter Shelter, fmmortai, 
Impossamole, Interphase, James Pond, Kid 
Gloves, Killing Cloud, Kla*, Lemmings, IJght 
Corttdor, Monty Python, Marco Police, Never 



Mind, Night Shift (codes), NHro, Oops Up, 
Operation Thunderbolt, Paclartd, 
Powermoniger, Rainbow Islands, Robocop II, R- 
Type. Shadow Of The Beast II, Space Quest IV, 
SWIV, Teenage Mutant Hero Turtles, Time 
Machine, Torvak The Warrior, Venus The 
Flytrap, Xenon, X-Out, z-Out. 

NAME; Ben Kelsall 

ADDRESS: Redcroft, Rockhill, Mansfield, 

Notts. NG1S2FG 

TELEPHONE: {0623) 657472 

TIMES: Sensible hours only 
GAMES: Back To The Future 2, Chase HO 2, 
Double Dragon, 2, Ghostbusters 2, Golden Axe, 
Indiana Jones And The Last Crusade, Lotus 
Esprit TurtO Challenge, INARG, Robocop, 
Robocop II. 

NAME: Anthony Mills 

ADDRESS: 1 7 Moremead Road, Bellingham, 
London SE6 3LP 
TELEPHONE: n/a 
TIMES: n/a 

GAMES: 3D Pool, Advanced Destroyer Sim, 
Awesome, Badlands Pete, Batman The Movie, 
Battle Squadron, Beach Volley, Budokan, 
Cadaver, Car-Vup, Castle Master, Chase HO, 
Chase HQ 2, Continental Circus, Days Of 
Thunder. Dragon's Lair 2, Dungeon Master, 
Escape From The Planet Of The Robot 
Monsters, F-29 Retaiiator, Flimbo's Quest, 
Flood, Future Wars, Gazza 2, Golden Axe, 
Grand Monster Slam, Hard Drivin', Hard DrlvbV 
2, Impossamole. Indianapolis 600, it Came 
From Trie Desert 1 & 2, Off Road Racer, Kick 
OOff, Klax, Leisure Suit Larry, Lemmings, Lotus 
Esprit Turbo Challenge, Manchester United, 
Manic Miner, Monty Python's Flying Circus, 
Multi Player Soccer Manager, Night Shift, Nltro, 
Operation Thunderbolt, Pang, Paradroid 90, 
Player Manager, Plotting, Powerdrift, 
Powenmonger, Pro Tennis Tour \ & 2, Rainbow 
IsFands, Rampage, Rfck Dangerous 1 & 2, 
Robocop 2, Shadow Of The Beast 1 & 2, 
Shadow Warriors, Sim City, Ski Or Die, 
Speedoall 1 & 2, Spindizzy Worlds, Stunt Car 
Racer, Supercars 1 & 2, Super Monaco Grand 
Prix, Tennis Cup, Test Drive Z, Total Recall, 
Tournament Golf, Turrican 1 a 2, TV Sports 
Football, TV Sports Basketball, Venus The 
Flytrap, Wings, Wings Of Fury, World Class 
Leaderboard, Xenon 2, Zany Golf, Z-Out. 



WARNING!!! 

Listen up folks. H you're going to send us 
your telephone number for publication 
then please make sure that you have your 
parents' permission* if you are a parent 
then please make sure you have your 
parents' parents' permission. If you are a 
parents' parent then make sure you have 
your parent's parents' parents' 
permission... do you think we've laboured 
the point enough? 
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TIPS 



Vektor Gralix' Andy Craven, the man behind the smog, tells you all 
you need to know about life as a San Franciscan lawman. 




SAN FRANCISCO 1997- not a 
good pface to be. Try to imagine 
the worlds of Judge Dredd r Blade 
Runner and RoboCopaW rolled into one, 
then cover the city in a cloud of 
poisonous smog. Beneath the 'killing 

cloud' of the title, all 
manner of criminal 
gangs exist, plotting 
all manner of 
devious crimes 
against the city. 
As one of San 
Francisco's finest, 
your job is to take 
on the criminal 
element using your 
trusty hover bike 
(and its trusty 30 mm 
cannon), through a 
series of 10 
missions. Most of 
the missions involve 
capturing the leader 
of each gang and 
then grilling him for 
information. 
Unfortunately the 
leader is usually 
protected by lackeys, robots and 
weapons.. Here's how to deal with them: 

CAPTURING DROIDS 

The basic problem with capturing droids 
is that as soon as you fire your 'net 




missile' at them, they usually decide to 
turn a corner and the net misses, 

The best way to net a droid is to follow it 
and wait until it turns a comer, lock on 
with the net and fire. (Watch out though, 
if you're too close the net will miss - so 
stay back!]. 

CAPTURING VANS 

To capture a suspect in a van, follow the 
same procedure as for the droid - unless 
the van is equipped with a machine gun. 
If this is the case, stay high above your 
quarry (this isn't easy in the cloud, but 
persevere) and when the time is right, fly 
towards it locking on and firing. Don't 
waste too much time in this operation - 
the machine gun can do you a lot of 
damage, 

CAPTURING HOVERBIKES 

To capture a hovemike, it's best to keep 
it central in your head-up display. Stay 
right back when firing the net and it will 
always hit. 

SHOOTING DOWN HOVERBIKES 

Use the same tactics as for capturing a 
bike, but get really close, If you're right 
behind him, he doesn't get a chance to 
turn off suddenly and you can just lay into 
him; with the cannon or machine guns. 

THE HARDWARE 

Your hover bike isn't the only weapon 



you have at hand, Through untold 
amounts of painstaking labour, modem 
science has come up with two major aids 
to law enforcement, nets and PUPs. 

NETS 

These are rocket-propelled capturing 
devices, used to secure prisoners until 
the PUPs arrive, They are strong enough 
to hold most bad guys, but occasionally 
you'll need to use more than one to stop 
your target, Always place nets close to 
the Station House where your 
assignments start (in the North Beach 
district), so that you can colled them 
quickly as you head towards your 
destination. Remember that if a van or 
droid finds a net, it will destroy it, 

PUPS 

These Pick Up Pods (hence PUPs, 
geddit?) are small, radio-controlled, 

holding pens, Once a suspect has been 
captured, the PUP will arrive to ship him 
back to the Station House. Unfortunately, 
they're easy to track and completely 
unarmed, so you'll have to take good 
care of them if you want to get your 
prisoner back home safely, Reading the 
assignment text will give you a rough 
idea of where the suspect is, place the 
PUP to collect him as close as possible 
to this area, If any Angel accomplices are 
still left, they may attack the PUP, so 
keep your eyes peeled. 



ASSIGNMENT 1 
Nets needed ■ one 
PUPs needed - one 
Arms needed - none 

The droid you need to capture 
is in Nob Hill. Use -the radar to 
find it. 
Interrogation: none. 

ASSIGNMENT 2 
Nets needed - one 
PUPs needed - one 
Arms needed - light 

renco is in the small hoverbike 
at keeps landing and taking 

off. Destroy his accomplice first 

and then capture Grenco. 

Interrogation; 

What are the Angels planning? 

- two years 

Where did you get your 

hoverbike? - four years 

Where is he now? six years 

ASSIGNMENT 3 
Nets needed - one 



Pups needed - one 
Arms needed - light 

Another straight forward 

mission, Destroy the- accomplice 

in the hoverbike, then capture 

Lcclerc in the van, 

Interrogation: 

Who do you sell the bikes to? - 

tero years 

Do you ever sell on other terms? 

- eight years 

Who did you do your last deal 

with? - 1 ye^rs 

ASSIGNMENT 4 
Nets needed - one 
PUPs needed - one 
Arms needed - heavy 

Cody's three accomplices attack 

Station House Three and need 
to be destroyed as quickly as 
possible. If you are finding it 
hard to destroy all three before 
they destroy the Station House, 
you can use a net to take one of 
the accomplices out of action 



for a while. Once the 
9'. r omplkes are dead, capture 
Cody before he destroys the 
Station House- 
Interrogation: 
What were your plans after 
destroying Station House 
Three? - zero years 
What were you going to do at. 
the church? - right years 
What did this friend want to 
do? - 10 years 

ASSIGNMENT 5 
Nets needed - zero 
PUPs needed ■ wro 
Arms needed - zero 

The bomb is hidden between 
Station House Three (the 
financial area) and the 
skyscraper to the west of it, Fly 
al full speed to here and land 
right next to Lhe bomb, or on 
top of it ! If you are close 
enough to the bomb you should 
be able to get out of the craft, 
pick it up and get back into the 



craft without walking about. 
As soon as you are back in 
the craft, start the engines and 
fly east. Don't bother going 
above the cloud, just go east. 
When the countdown gets to 
about 20 seconds you snoufd be 
over the sea.. Fly as low- as 
possible (so that the bomb 
doesn't have to drop far) and 
drop the bomb with about five 

.rids to go. The bomb will be 
diffused by the sea water and 
you can return to base. 

ASSIGNMENT 6 
Nets needed - one 
PUPs needed - one 
Arms needed • medium 

St. Paul is driving the van that 
heads east - net this first (only 
take on the accomplices First if 

they give you a lot of hassie). 

Take on any accomplices while 
the PUP is collecting St, PauJ, 
hut don't lose track of which 
ildlion House the PUP goes to, 
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Droid route (mission 1) 



Armoured van route 
(mission 8) 



MMfvwwwwwwv St Paul's escape route 
(mission 6j 



■ 






Interrogation: SwV 

Do you t'Ljs.* thetrinrty? - zero 

years 

what are they planning next? - 

1 yeers 

Who is being sent to divert our 

resources? ■ 1 2 years 

ASSIGNMENT 7 
Nets needed - zero 
Pups needed - one 
Arms needed - heavy 

Niagra is hiding in ^ bou-ic n 
the west of Marina District, 
There are a lot of accomplices 
hanginu about, so take them 
out early- on. To get Niagra to 
Surrender, keep shooting Ihe 
building he is in with cannons 
After a while he will surrender 
and you can then walk up to 
the Building and arrest him. 
Interrogation: 

Where are the trinity? - "lOyeais 
Why were you planning to 
attack Station Mouse Two? - 12 
years 



What did they want to divert us 
from? - 14 years 

ASSIGNMENTS 

Wets needed - zero 
Pups needed - zero 
Arms needed - heavy 

As soon as you take off, fly 
south-west to intercept the 
Angels. Take them out as 
quickly as possible. Be careful 
firing if you cannot see the 
target because it has gone into 
the cloud, you may end up 
shooting the vans or the SFPD 
backup. The SFPD backup 
usually takes on one of the 
bikes, leaving you lust two to 
destroy. Also watch out for 
flying into the firing line of the 
backup van, 

After you have destroyed the 
two bikes, it would be a good 
idea to give the SFPD backup a 
helping "hand, as he will still be 
dogfighting with one of the 
Angefs.. Oni 9. all t,be Angels are 



destroyed, escort the vans to 
the pick-up point and back to 
base, watching out for any 
more Angels. 

ASSIGNMENT 9 
Nets needed - three 
Pups needed - one 
Arms needed - medium 

There are only two bikes on this 
mission bur they are HARD! 
They both: fire cannon rounds at 
you which means that they only 
need three bits to destroy you. 

You need to travel at full 
speed all the time when 
dogfighting with these bikes, as 
they travel faster than you. This 
means your fuel runs out 
quicker than usual so watch 
your fuel level, 

Cortez is in the stealth bike 
(the one that doesn' I show up 
on the radar). Concentrate all 
your effort on this bike, it will 
take three nets to drag it to the 
ground, so make sure all three 



,0 



shots are perfect. Whatever 

happens, don't let Cortez gett< 

Alcatrazwith the disks. 

Interrogation: 

Are there any more Trinity 

members? - zero years 

Why do you want to take over a 

city engulfed in cloud?- 14 

years 

How can we stop the cloud? ■ 

1 6 years; 






ASSIGNMENT 10 

filets needed - zero 
Pups needed - zero 
Arms needed - very heavy 

This assignment will need as 
much armoury as you can car ry, 
as well as the extra fuel tank. 
There are nine Angel bike^ I 
destroy. Some are easy but 
others a.re very difficult. Watch 
out for the enemy XB500, it is 
very dangerous. 

All Angels must be destroyed 
before you plant the bomb, 
otherwise they will disarm ii. 
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Still struggling with Midwinter 2? Then enlist the help of 
Maelstrom's main man, as Mike Singleton brings you his 
personal guide on how to win friends and influence people in 
Rainbird's strategy masterpiece. 



KEEP TIE 

mm to 
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WITH THIS SECRET 

AGENT'S GUIDE 

TO FAME AND 

FORTUNE 



WERE ARE 41 ISLANDS to liberate 
in Flames Of Freedom, and to give 
you hints and tips on how to rescue 
each en* would take a book ralher 
than □ page or two So I've chosen 
just one Fairlry difficult island 1o 
concentrate on, giving a blow-by- 
blow account of now to ochieve your 
mission objectives with speed and 
precision 

The island ofNicobar lies to the 
soulh oF Agora, lis Grand Harbour 
at Sweetwater is the busiest 
mercantile port in the Slave Isles and 
is also the chosen anchorege of 
Admiral Kreuter's Atlantic Fleet. 

You havelhree mission objectives: 
the first is lo enlist Kreuler, thus 
bringing his fleet under Federation 
commend; the second is to 
assassinate Comrade Eric Grainger, 
a treacherous union leader in the 
pay of the Secret Police, tfie ifiird is 
to rescue Joseph Pearson, o pep 
singer imprisoned for singing 
protest song. 

You get to Nicobar by flying boat, 
arriving on (be norm west const near 
Sao Jose. Your 



initial contacl is Alice Williamson, a 
potter who lives at the Vale of 
Solarwdi on the south west coast. 

Fly around the coast in on anti- 
clockwise direction to Salamadi, 
keeping out to sea to avoid contact 
with enemy units, Jusl north of the 
Vale of Salamadi is an enemy 
balloon squadron which will attack 
you as you approach Alice 
Williamson. 

You can try to eliminate the 
bolloon squadron using your flying 
boat before contacting Alice, but you 
run tfie risk of losing your aircraft, II 
is safer to land your flying boat just 
off the beach to tfie south-west of 
Alice. Then, after swimming ashore, 
proceed norlfveast on foot to meet 
her, The bolloon squadron will 
attack you but it is unlikely to hit you 
if you keep moving. 

Alice will tell you where to find five 
people: Nalango Kokuya, a washer 
woman, Haroun Seljuks, ihe harbour 
master, Sousan Hejaz, the tottooist, 
Maria Lamontagne, the baker and 
Lucille Freitos, a nursemaid. Hejaz Is 
the mesl important of 




these she knows someone who will 
lake you to Michele Marchetta, who 
happens to be Admiral Kreuter's 
lover. 

Hejaz also lives by tfie coast, near 
Sangretta Flats. Walk back tottie 
beach and swim back to your flying 
boat. When you take off, carry on 
heading around the coast in on anti- 
clockwise direction, slill keeping oul 
at sea to avoid enemy units. 

Take core when you reach the 
southerly bay near ihe Vale of Son 
Lucas. Major Lhote's flying boat 
squadron is based there. To avoid it, 
you can fly further soutfi out to sea, 
skirting the bay or (more Iricky) a 
little way inland- 
Land your flying boat just off the 
coast, south of Sousan Hejax. Swim 
ashore and walk to meet her. When 
ou talk to her, you will find that she 
mows the whereabouts of two 
people - Andrew Lang, a hoodlum, 
and Lotte Jabfsky, a maid, 

Jalofsky Is the next person to talk 
to- She lives inland, not far to the 
west. Walk north-west to ihe road 
and ihen west along it 



r 

KJ 



until you come lo a T- junction. This is 
the best spot to wail for a vehicle to 
came trundling along the road. It 
might be a truck, it might be a bus, it 
might be a jeep - if you're lucky, it 
might even be a tank! 

Leap onto the passing vehicle and 
commandeer it. Then head west 
along ihe road at top speed, After a 
while you'll have to go off the road 
lo meet Jolofsky, which will have ihe. 
effect oF reducing your speed, but OS 
the ground's fairly flat it shouldn't 
drop too much, 

Get out of your vehicle before 
talking to Lotte Jalofsky. She will 
offer to lake you on a secret journey 
to meet Michele Marchetta, who 
happens to be her employer. Accept 
Lotte' s offer and go to meet 
Marchetta, 

Michele Marchetta is the love of 
Admiral Kreuter's lire. Not only will 
she give you excellent papers (to gel 
you past enemy patrols], she will 
also contacl Admiral ftreuter for you. 

Kreuler is a difficult man to 
persuade. IF you try to enlist him on 
your own, he will 
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set you a Herculean task - to take on 
and defeat the very best of his naval 
units, wagering yaw life against his 
loyally, mis is why Marchetta is so 
important. Accept her offer to 
contact Kreuter and when you meet 
him he will he eager to help you. 

Having accepted this help, you 
row (urn to Andrew Lang, ihe 
hoodlum, who lives not far to ihe 
east at Ocean Sister. Head south 
east to the road that goes up into the 
hills. Youi be able to hitch a lift 
here almost immediately, Then 
follow the rood south to the T- 
jundion. 

From there, drive eosl along the 
rood. Watch out for Captain 
Ayensa's flying boat squadron on 
the way to Otean Sister, but don't 
open fire until you're fired upon. 
You now have excellent papers 
which will probably get you through 
unscathed if you hold your nerve. 

Having reached Andrew Lang, 
ignore him! Although he will 
eventually offer to rescue the pop 
singer Joseph Pearson, he's actually 
a traitor ond 



you'll be arrested before you can 
take advantage of his help. But you 
shouldn't kill him either - ihe shots 
might alert an enemy unit to your 
presence. 

Instead, drive due north to the 
village oF Ocean itself, where 
Pearson is being held at Enemy HQ. 
Now you con rescue him in person 
and complete Mission Objective 
Three. 

Pearson, grateful for his rescue, 
offers you the use of his private 
helicopter. Now, with the helicopter 
and your excellent papers, you can 
fry directly 10 Admiral Kreuter on the 
east shore of the Grand Harbour ot 
Sweetwater Bay. 

Although ihe shoreline of ihe bay 
is thick wilh enemy naval units, your 
speed and your papers should get 
voj in-'dy 'n rough '0 Kreuter Land 
your helicopter and talk to Kreuter. 

Yau now en'lisl Kreuter and 
complete Mission Objective number 
one. Kreuter, eager to help, gives 
you an assault rifle and the use of 
his personal flying sub. In addition, 
he tells you the whereabouts of Eric 
Pagono, a civil servant. Pggano is 
friend of Comrade Grainger, your 
■final objective. 

Take off in your flying sub (be 
careful not to run down Admiral 
Kreuter in ihe process) and head 
north-west across the Grand 
Harbour la rendezvous with Eric 
Pagano. 

Once you're overhead, leap oul of 
your flying sub and parachute down 
to meet Pagano. You don'l need 
your flying sub any more because 
Pagano will late you on a secret 
journey to meet his friend, Comrade 
Grainger. 

After the secret journey, don't 
bolher talking to Eric Grainger - he 
sets conditions, for his help anyway ■ 
yau should just select your favourite 
weapon ond shoot the double- 
crossing ral, thus completing Mission 
Objective number two, the lost left 
on your list. 

The game clock has only ticked on 
by a few days and you've liberated 
the whale of Nicobar. Simple, really. 
Congratulations. 

The islanders, grateful for what 
you've done, give you S 1 2,000 
worth of rubies plus ihe God's Eye 
secret weapon. As if that weren't 
enough. Federation HQ gives you a 
mission bonus which amounts to 
about $20,000, 




SECRET WEAPONS 

NO SELF-RESPECTING secret agent goes anywhere wilhout his arsenal of 
secret weapons. To defeat the Soharan Armada, you will need to build up 
a stockpile of these, but first you will have to find them. 

The grateful inhabitants oF each island you liberate will give you a 
particular secret weapon as one of your rewards. Unfortunately, you hove 
no way of knowing what that weapon is until you've completed the 
mission. Fortunately, the map om the next page {handed to me by one oF 
Maelstrom's agents just before he died oF his wounds), shows the location 
oF 1 5 different weapons. 

If you've been practising by going on raids, you may already know some 
of these' secret weapons but here, direct from Maelstrom's archives, is a 
comprehensive analysis of every known lype of secret weapon. 

THE VISITING CARD 

Nickname for an electronic device that Opens virtually any lock on any 
door. Developed by fie Secret Police for their undercover agents. Self- 
destructs after use to ensure no evidence is t&ft behind. You can use ihe 
Visiting Card to escape from jail. It will take you an estimated 30 minutes 
to open all the necessary doors. 

• ADVICE: Save ihis weapon until time is of the essence. It will prevent you 
languishing in jail For days on end and ibis could moke a crucial difference 
when ihe Armada is about to set sail. 

MATAHARI CAPSULE 

Developed from Hypnox 23 by Saharon psycho-biologists, Matahari is a 
drug that leaves even the strongest willed person open to suggestion and 
persuasion. Yet another brealdnrough for ihe Secret Police loborolories. 
Using Mataharl, you can persuade anyone to help you. The drug needs 20 
minutes to take effect. 

• ADVICE: Save Ihis weapon for one of your mission objectives , Some of 
(he people you ore required to enlist are extremely choosy about who 
they'll help. Wait until you meet a really stubborn cuss before using the 
Matahari Capsule. 

BLACK WIDOW 

Miniature long-range anti-personnel cruise missile, just over 1 2 inches 
long. Homes in on pre-programmed individual. With ihe Black Widow you 
can remotely assassinate ihe next person on your list of targets. Flight time 
is about JO minutes. 

• ADVICE: Don't waste this weapon on easy targets - wait until you've 
reached a dead-end tracking someone down. 

FLYING FOX 

A miniature robot aircraft pocked with high explosives. Buries itself deep in 
the ground before detonation, causing an earthquake effect. You can use 
the Flying Fo.x to destroy the next building or village on your sabotage list. 
Estimated flight lime is two hours. 

• ADVICE: the Flying Fo* is very handy on large islands such as Gran 
Paradiso, labos, DbaFro or Camargo. On small islands, you might as well 
do the job in person. Very effective against underwater bases (which can 
be difficult to get to|. 

KARUS JACKET 

A lightweight rocket pack that can be assembled and strapped to the bod, 
It has fuel For one hour's flight. The Icarus Jacket gives you ihe unique 
means of transport. Useful In tight corners. Assembly time is 10 minutes. 

• ADVICE: It's probably best to save this weapon until you're in battle wilh 
the Armada. Then, when you lose your vehicle, you won't be wandering 
around for hours and hours before you find another high-speed means of 
trcn sport. 

STUN GAS 

A form oi nerve gos thai will make everyone within a one-mile radius 
unconscious. Sometimes called 'Politician Gas'. The user injecls himself with 
an antidote beFare releasing fie gas. Slun Gas enables you to neutralise' oil 
vehicles and personnel in the immediate vicinity. Allow 1 5 minutes for it to 
lake effect. 

• ADVICE: Save this until you're under reoliy heavy attack, if you've only 
got one or two units to deal wilh, use conventional weapons, 

BLOODHOUND 

A Cunning Federation homing device which will lead you directly to ihe 
next enemy unit on your target list. In less lhan hvo hours, you will hove 
tracked down ihe enemy. 

• ADVICE: Save this weapon for the lorger islands where people are more 
difficult to find. 
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SECRET WEAPONS 



GOD'S EYE 

Troops' nickname for the special signals decoder used by Sahara n 
commanders to keep Irack of their units' positions. Its real purpose is to give 
warning of mutiny. When yog activate God's Eye, it maps the position or all 
enemy units on me island. Takes 30 minutes to set up and lock in, 
•ADVICE: Use itiis on islands wiffv heavy troop concentrations. Lobes has 
qn exlremely large garrison and is a prime candidate for a God'? Eye 
activation. 

GENIUS GUN 

The Genius Gun launches a burst of 1 2 small missiles vertically, which itien 
fan out. Each missile's guidance system communicates with all its 
neighbours,, ensuring they all seek and destroy a different target. When you 
use the Genius Gun, you will destroy all nearby enemy vehicles with a 
single, crippling blow. Use only on solid ground. 

• ADVICE: Very effective against the Armada ItsdF, but waif until you're 
under heavy attack. 

BRIGHT FISH 

Bright Fish is d multiple warhead torpedo. Soon after launch, it splits into 
eight -smaller torpedoes which each home in on different targets. Use Bright 
Fish to wipe out all enemy submarines or surface vessels in the vicinity. Use 
only from o submarine or surface vessel. 

• ADVICE: Very effective against the Armada, but wait until you're under 
heavy attack. 

LAZY VULTURE 

The Lazy Vullure is an airborne muftiple'target missile system. Ten missives 
are launched simultaneously, each or which home in on their unique target. 
The kuy Vulture gives you the capability t knock out nearby enemy aircraft, 



ground vehicles and surface vessels at a single stroke. Use only from the air. 

* ADVICE: Very effective against lbs Armada, but wait until you're under 
heavy attack. 

MAGIC BULLETS 

Prototype weapon developed by the Saharan Empire, Magic Bullets ore fired 
in a clip from an ordinary- gun but each has a heat-seeking micro-guidance' 
system, enabling the gun to shoot at targets, around corners. By firing a burst 
of Magic Bullets, you can take out any enemy vehicles around you, 
regardless of obstacles. Use anywhere. 

* ADVICE: Very effective' against the Armada itself, but wait until you're 
under heavy attack. 

JUDAS SEQUENCE 

Code signal used by Secret Police when calling Central Archives. This signal 
enables access to all informers and collaborators. Using the Judas Sequence, 
you can identify and turn all the traitors to be found on the island, The call to 
Central Archives usually takes five minutes to connect through. 

* ADVICE: Best used on the more difficult islands. Most of the one^slajll 
islands hewe few traitors. Not only does this weapon identify oil the traitors, 
it also makes them eoger to help you, 

ST BERNARD 

The nickname for a special homing device which will lead you directly lo the 
next person on your list of people to rescue. The St Bernard will usually get 
you Inere In less than two hours. 

* ADVICE: Save ihis weapon for the larger islands where people are more 
difficult to find. 

BEGGING BOWL 

An electronic homing device which will lead you directly to the neKt person 
on your list of people to enlist. Allow up to two hours for ihe journey time 

* ADVICE: Save mis weapon far the larger islands where people are more 
difficult to find. 
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Can You Kill 
The ALIENS 

For 
CASH PRIZES 



0898 313 573 



llnfodal PO fox » LSI m Cdl Charge; HP P^ m Cheap :lote 4JF all alter 1 



GUNFIGHTEK 

USE YOUR VOICE 

TO OUTDR AW 
THE GUNFIGHTER 

CASH PRIZES 

0898313590 

INPODWL POBc* 36 LSI 4lN Cdi crages &p Par Mh Cheap 44p Per Mri « Other Tinei 





DIAL-A-CHEAT-LINE 



for cheats, tips, 
pokes and secrets on 

all computer and 

console games, ring 

now on 

0898 1 1 234 

Messages updated weekly 
Live computer helpline: 

0898 338 933 

7 days a week 12 noon to midnight 

PRICES FOR BEST CHEATS, TIPS, ETC. 
Send to: PO Box 54, Southwest 

Manchester M1 5 4LY 
Proprietor: Jacqueline Wright. 

Pleas© ask permission of the person who pays the bill, calls charged at 
34p per min "Cheap Rate', 45p per min at all other times. 



GAMES GALORE 

TEL: 061-793681 6 9am-7pm 7 days 



TOP TITLES OUR PRICE 
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...it's a whole new ball game 

"Owzat?" 

Because our cracking cover disk will 
contain a great opening partnership! 

Graham Gooch 
World Class Cricket 

Audiogenic's stumped up to 

deliver this fully-playable demo 

level. It'll knock you for six! 

Plus! For when rain stops play! 
You can still bowl a maiden overwith.. 

Rod-Land 

A fully-playable section of Storm's 
cutie coin-op conversion 



Don't be caught out! Get The One 
_ next issue on sale July 26th 
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(S YOUR BRAIN BIG ENOUGH FOR SWAP? 

Are you a budding Einstein, or are you only good at lifting 

heavy things? 

Find out -test your brain-power with SWAP, a compulsive 

puzzle game that requires thought, planning and 

concentration. 

Presented with a board of coloured tiles you must swap pairs 

around to create clusters of the same colour which then 

vanish, the final aim is to clear the board completely. 

No problem... are you sure you should have made that move? 

SWAP also features: 

• Three different tile shapes, different sizes and six different 
colours so you can customise the level of difficulty. 

• Full competition mode, with hi -score table. 

• Extra game features - debits for stupid moves, "avalanche" 
facility and supplementary tiles for when your brain-power 
begins to flag, 
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TAKE THE SWAP TEST - HOW 
BIG IS YOUR BRAIN? 

1. What is the next number in the sequence: 

2, 3 T 5 f 9, 17, 33, ? 

2. Complete the next figure; 



A 3 

r ic 



F 
9 




27 

J 



? 



3. Insert the same three letters to make five 
words: 

SH 

FR 

4. Insert the shapes that complete the box: 
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A 
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1 


A 


A 


A 


1 
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1 


1 


1 
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7 

■ 


? 



18 
19 
23 
15 



5. Supply the missing number 





A 





HOW YOU SCORED 

0-1. Your brain-power is severely under- 
utilised. Buy SWAP and get some much 
needed practice in. 
2-3. Pretty good. Buy SWAP - A few sessions of 
brain-pulsing action could radically re-model 
your cranial capabilities. 

4, Wow! Your mind is definitely kickm'J Buy 
SWAP and your already huge brain will soon 
be spilling out of your ears! 

5, Cheat! You can't possibly have a brain that 
big, buy SWAP and check. 
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THEY DESTROYED EVERYTHING HE HAD 

ALL THAT HE LOVED 

EVERYTHING THAT HE WAS 

NOW CRIME HAS A NEW ENEMY 
AND JUSTICE HAS A BRAND NEW FACE 
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